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The world is on the brink of civil war between the Humans 
and the Deimos over control of the Great Spirit Stones. The 
future of both civilizations and the world itself is placed 
in the hands of feuding twins separated at birth — the 
idealistic Kharg and the outsider Darc. Immerse yourself in 
an epicand tumultuous story, where half your battle will be 
choosing whichsidetotake. | www.us.playstation.com 
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He‘s delivering a warm welcome 
to evil bots everywhere. 
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COMING NOVEMBER 2003 


Has anybody seen my 
car keys? Anybody...? 


ee, | was playing our copy of Jak 
Il, and it kicked my ass so hard 
that | was thrown five feet back 
from my TV. My keys must have 
flown out of my pocket due to the 
exceptionally hard impact of the kick, and 
now | can’t find them anywhere. I’m stuck at 
work, it’s getting dark and I’m hungry. 
Things aren't ai/ bad, though — at least 
I’ve got a good excuse to play more Jak Il. 


This game is just so ridiculously good. We 
don’t hand out “10-out-of-10” scores lightly 
around here, but there’s just no denying this 
game top marks. As a lifelong fan of platform/ 
action games, | highly recommend that 
everyone rush out and pick this one up. 

If I’m still stuck at the office by the time I 
beat Jak Il, I'll get started on the new Lord of 
the Rings. That one looks amazing, too. Ass, 
you've been warned. CHRIS SLATE 





CHRIS SLATE Editor-in-Chief 


LIKES: Adventure games, 
platformers, arcade racers 


HOBBIES: Comics, hoops, DVDs, 
movies, anime, drawing, iPod 


| would use it to turn the sky 
black, the rivers red and to 
bend all of humankind to my 
will. Why do you ask? 


‘MEET 


the 


TEAM 


Ever wonder what a crack team 
of videogame journalists looks 
like? ...Aw, c’mon folks, just 
work with us a little, here... 


ON THE COVER 


8 / PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE 


STEPHEN FROST 
SENIOR EDITOR 


LIKES: Fighters, Lovers 
HOBBIES: Technology 


What would you do with 
the One Ring? 

I've already got a lot of 
rings, but | can always use 
extra bling-bling... 


BILL DONOHUE 
MANAGING EDITOR 


LIKES: polish-pope.com 
HOBBIES: Selling CDs! 


What would you do with 
the One Ring? 

Don’t you mean what will I 
do when I get the One Ring 
back? Heh... heh... heh... 


#77 NOVEMBER 2003 


www.psmonliine.com 


RANDY NELSON 
REVIEWS EDITOR 


LIKES: Platformers, racers 
HOBBIES: Comics & Anime 


What would you do with 

the One Ring? 

Only one ring? I’d never be 
able to make it to the phone 
in time. Oh... : 


DAN FITZPATRICK 
ART DIRECTOR 


LIKES: Air conditioning 
HOBBIES: Turning it on! 


What would you do with 
the One Ring? 

I'd probably re-design it into 
a cool bracelet... or maybe a 
baby pacifier... 


ERIC BRATCHER 
ASSOCIATE EDITOR 


LIKES: RPGs, Weird Imports 
HOBBIES: Boats & Mexico 


What would you do with 
the One Ring? 

Sell it to buy Gollum litter 
and air fresheners. Have you 
seen what he eats? Wheew! 


GARY LIEW 
ASSOCIATE ART DIRECTOR 


LIKES: Light traffic 
HOBBIES: Driving backwards 


What would you do with 
the One Ring? 

lam already having the one 
ring! My wife is having the 
other! Why are you asking? 


Dungeons and Dragons and burns incense all the time)? They were made into some 


| Roinceos those books you once saw at your friend’s house (the one that plays 
of the ass-kickingest movies of all time, and now they’re killer games, too! 





EVERYONE 
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BOMBASTIC puts YOU in contro! of an ABSOLUTE minefield of EXPLOSIVE, 
moving dice. Roll the dice around the field to link them in like combinations. 
Once they connect, the dice are DETONATED and will EXPLODE. The ACTION 
gets HARDER and HARDER as you go along! So MANY ways to play! So little 
time! GET READY to go BOMBASTIC! 








id Fa) Vis) ta] 4 (6) | ey = 























CONVENTIONAL WISDOM 
SAYS THAT I KILLED 
THE PRESIDENT... 


AND FOR ALL I KNOW... 
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A PRESIDENTIAL ASSASSINATION 
CONSPIRACY PLOT ENSHROUDS THE 
FUTURE OF AMERICA IN MYSTERY. 


BATTLE ONLINE AND OFFLINE IN GRAPHIC-NOVEL PRESENTATION 
MULTIPLAYER GAMES, INCLUDING THE WITH POP-UP WINDOWS, VISUAL 
PLAYSTATION 2-EXCLLUSIVE POWER LIP MODE. AUDIO, AND FLASHBACK GRAPHICS. 


PRE-ORDER AT SELECT RETAILERS AND RECEIVE AN EXCLUSIVE DEMO CD AND RARE GROOVE SOUNDTRACK CD! 


www.whoisxIII.com 
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Intense Violence PlayStation. 
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PREVIEWS 












MONSTER HUNTER 
|, Capcom's sweet looking online fantasy 
) game Is finally revealed! Can’t-miss screens! 


RETURN OF THE KING 


Aan: Legolas, Gandalf, and << TWO PLAYERS CAN TEAM 


Gimli are ready to kick some ass. WG dk di % 
Let’s see, who’s still missing... Oh, UP ONLINE TO BASH UP SOME LEGACY OF KAIN: DEFIANCE 


yeah: YOU. Get your butt over to pg. 68! ORCS? SIGN US UP! >> Gorgeous graphics and gratuitous gore 


_ highlight the best-looking Kain game yet! 

















KILLZON any . 

| FANTAS) 
rE FINALLY, this 

if game is set to 

>| see the light of 

day — check out 

our new hands- 

on impressions! 













GHOST RECON: JUNGLE STORM 


Listen, private: your orders are to turn over 
to page 94 now. | said NOW, soldier! 





syste 


SECRET WEAPONS OVER NORMANDY 
These weapons won't be so secret once to 
read all about them on page 98. 
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PSM Makes the Next 


TOMB RAIDER |. 


Disappointed 
with the 

latest Tomb 
Raider? We 
were, so we 
figured we'd 
take a shot at 
making the 
next sequel 
ourselves... 


MONITOR 


Your inside look at this month's 
hot topics, gear and games 


TOP STORY 18 


Sony’s top-secret PS2 shooter 
REVEALED! First screens! 





CHECKPOINT 26 
Your one-stop spot for cool 
games, movies and gear that’s 
coming your way 
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in-depth game reviews 


GAME OF THE MONTH: 
JAK Il 32 
Millions of asses kicked. 
DEER HUNT 2004 48 
DDRMAX 2 42 
DISNEY’S XTREME SKATE 48 


DYNASTY TACTICS 2 4 
ESPN NHL HOCKEY 44 


EYETOY: PLAY 44 
FREEDOM FIGHTERS 42 
LETHAL SKIES II 40 
MEGA MAN X7 41 
NASCAR THUNDER 2004 48 
NHL HITZ PRO 43 
ROBIN HOOD: DOTC 40 
RUGBY 2004 48 


SIMPSONS HIT AND RUN 43 























JAK II 


SPACE CHANNEL 5:SE 48 


STARSKY & HUTCH 48 As good as the original Jak and Daxter 

TIGER WOODS 2004 Ly) was, Jak II poos all over it. Turn on over to _ 
page 32 to see why we were so impressed _ 

WALLACE & aesten 40 that we gave it a (gasp!) 10 out of 10! 
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wNENCEPT BANGS, SUNS, CARS 
~~ AND VENGEANCE.® 


Take the ultimate challenge against your 


ae . : friends in 2-4 player deathmatch with a 
Drive to survive as you build and lead your own * ne selection of 10 killer arenas. 


gang through more than 30 chaotic missions i 
in the massive living world of Hell County. Load up your garage with an arsenal of more than 
30 vehicles and 17 potent weapons including 
Guided Missiles and a Flamethrower. 














FIND THE CARNAGE AT ROADKILL. Hi DWAY. eon 


"BREAK OUT OF THE RING AND. INTO 
THE FUTURE OF WRESTLING?” ocr ranaver macaune 


- ; 
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Annihilate your opponents with barbed wire, 
thumbtacks, lightbulbs, stop signs, car doors, 
tables and more! 


interactive and destructible environments let you 
re-arrange more than your opponent's face. 











Innovative damage model system allows the characters 
to-get cuts, bruises and gashes. 


bywzgame.com 
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 Spineshank ' Shadow’s \Fall, ?Motion Man andjmore. a 


YOUR INSIDE LOOK AT THIS MONTH'S HOT TOPICS, GEAR, AND GAMES > NOVEMBER 2003 






FIRST. tO OK 





| A Look out, MGS3. Killzone’s jungle 
. . rare 
environments are the most realistic 
") we’ve ever seen. 


revealed! 






ait 


e 


Sony’s stunning FPS 


v The downright creepy-looking 
Helghast just love to rappel down 
from their high-tech dropships. 


| he wraps are off. 
© Sony Computer 
Entertainment’s top- 
secret sci-fi military 
shooter, Killzone, 
has been unveiled 
— and it’s an eye-popper. U.K. 
developer Guerilla Games (formerly 
Lost Boys) has been experimenting 
with the PS2 hardware for more than 
two years, working to draw every last 
drop of power out of its silicon and, 
from the looks of these first in-game 
screenshots, they’ve succeeded. 

Set in the near future, Killzone is 
a squad-based, first-person shooter 
that sees a team of three soldiers (two 
A.l. controlled) going up against an 
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enemy force known as the Helghast 
(now that’s a cool name). Each of the 
three squad mates will have their own 
unique abilities and specialties, and 
you'll be able to choose which you 
want to control at the game's outset. 
Beyond that, SCEE is keeping much 
of the game's story and gameplay 
close to its vest. The only other 

tidbit revealed so far is that Guerilla 
wants the game to be futuristic, 

but still very realistic, so it’s basing 


much of the weaponry and combat 
theatres around late 20th / early 21st 
century technology and conflicts. The 
Helghast’s hovering dropships being 
one exception, of course... 

Plot and gameplay aside, Killzone 
has been one of the most talked 
about and anticipated of Sony’s 
“secret” games for one reason: the 
technology. Though not utilizing 
NURBs (polygon-saving curved 
surfaces) as previously rumored, 
the game does throw an incredible 
number of polygons on-screen, giving 
everything an incredibly clean, smooth 
look. Guerilla is also pressing the PS2 
to deliver multiple texture layers, thus 
adding loads of detail to surfaces 
— scratches, dirt, glossy sheens, and 
more. The result, when combined with 
hyper-realistic lighting, particle effects, 
and animations, looks more suited for 
PlayStation 2.5 than the PS2 we're 
used to. As of this writing, Killzone 
is rumored to have been shown in 
video form at the U.K. PlayStation 
Experience expo — we'll have a full 
report on the game in motion when 
(and if) it surfaces there. Look for 
Killzone to hit Europe (and hopefully 
the U.S. as well) in mid- to late 2004. 








<< NAMCO'S GETTING BACK INTO THE 


RACING GENRE IN A BIG WAY >> 
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DYNASTY WARRIORS 4, SIZE XL 


an’t get enough Dynasty Warriors 4? Koei has 
heard your cries and, just like it did for Dynasty 
Warriors 3, is set to release an Xtreme Legends 
version of the game that can be played alone or 
















lO 1) (hie) le 


4 > New modes, new stages, new 
difficulty levels? The truly hardcore 
will be able to unlock a “hard” mode 
in DW4 when using the XL disc. 


in conjunction with the original DW4. 

Due for release on November 4, Dynasty Warriors 
4 *XL’ will let players participate in randomly-generated 
“skirmish” missions, as well as create their own officers 


and scenarios. More intriguing yet is 
the Arena Challenge, where players 
can pit their favorite of the 42 char- 
acters one-on-one against rivals in an 
endurance duel. 

When used with the original DW4 
disc, DW4XL will let players import 
their powered-up XL characters, unlock 
hidden bonuses, and attain a new 11th 
level of weapons. 







Ridge Racer: Underground? 


verybody’s doing it: 
getting on the under- 


ground racing bandwagon, 
that is. Rockstar, Electronic 


Arts... and now Namco are all vying 
for a piece of the street racing pie. 
Street Racing Syndicate, one of the 
several titles 3DO put up for auction 
when it filed for bankruptcy earlier 
this year, has been snatched up by 
the famed Ridge Racer developer 

— although when we'll actually see it 
on shelves, and how much tweaking 
Namco will make to the game aren't 









known at present. 

Other 3DO staples sold at auction 
include Army Men, which went to 
Eidos (maybe a Commandos-style 
action/strategy game?) and Road Rash 


Y With SRS now under its auspices 
and R: Racing Evolution on the way, 
Namco’s getting back into the racing 
genre in a big way. 


play-alike Jacked, which was gobbled 
up by JoWood Productions. There's 
still no word on the promising Four 
Horsemen of The Apocalypse, but we'll 
keep you posted as we learn more. 
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SPECIAL EDITION PS2 
SNAFU 


Why on Earth are the color, special 
edition PS2s so expensive? We really 


wish Sony would just go the Nintendo 
reoyelcoee=) aCe aarel<omianllit/9)( =m eo) (0) eco) dats) 
PS2 available at regular stores, for the 
same price as the basic black version. 
Pretty please? 








) HE’LL BE JAK 


Just when we thought that Naughty Dog was 
moving into new digs and staffing up to create 
PS3 games (and they no doubt are), we get word 
that there will be at least one more Jak adventure 
released on PS2 before it rides off into the console 
sunset. And what's this we hear about a handheld 
game set in theJak universe for PSP? 


SHOGUN WARRIORS 

Love Dynasty Warriors? What would you say to 

a spin-off of the series set not in ancient China, 

but feudal Japan? You know, samurai, emperors, 
ninja... the whole shebang. Well, if what we've been 
hearing from our Japanese sources is to be believed 
(and they haven't steered us wrong yet), that’s 
exactly what Koei has up its sleeve for PS2 in the 
coming year. 


NINJA GIRL ACTION 


Here’s one to take with a large grain of salt, but 

it’s worth reporting nonetheless. According to this 
rumor, Tecmo’s Team Ninja (which, to date, has 
devoted its development efforts exclusively to 
Microsoft’s Xbox) is secretly working on a spin-off of 
its upcoming Xbox game, Ninja Gaiden, for PS2. The 
kicker: it will supposedly star Dead or Alive’s female 
ninja, Kasumi. Thus, it has earned the working title 
Kasumiden within Tecmo. 
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HOT TOPIC 


A GLIMPSE OF THE 
FUTURE? 


New “console” fakes some predicted PS3 
features for a testrun 


unveiled its entry into the next-generation console 

race: the Phantom. While we don’t see the machine 
— which is essentially a PC in a fancy case — chipping away at 
PS2’s lead in the market, some of its features are very similar 
to some that are being thrown around for PlayStation 3. 

For one, the Phantom downloads all of its game to its hard 
disk via a broadband connection... something that, from the 
very beginning, has been rumored as a PS3 feature. “Trial” 
versions of games can also be downloaded. It also features one 
of our top wants for the next PlayStation incarnation: built-in 
wireless controller support for four players. 


U pstart console maker, Infinium Labs, recently 





It looks, well, fugly and runs PC games, but the way the games get 
onto the Phantom is very much like the method PS3 may use. 


WHAT DO 
YOU THINK? 


We asked visitors to www.psmonline.com “Who is your 

favorite Lord of The Rings hero?” Bill wants to know why no 
one voted for Sauron. “Hey, try to have a story without him! 
Go ahead! | dare ya!” Your answers were a bit more... sane... 


Aragorn 
(30%) 


Sam 
(3%) 


led graphics. 
and revolosive spells 


PlayStation.e 
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SEGA REMAKES LAND, = Sse:2schiiorsvin 
M 0 R a O Le TH fe WAY! Hse nee - me for PS2 have 


ttention importers: by the time 
A« read this, you'll be able 

to run out (well, maybe more 
like go online) and buy the first series 
of Sega Ages 2500 games — on the 
cheap, no less, as they only run about 
$22 in Japan. Not just straight ports, 
these are fully 3D, polygonal remakes of 
arcade classics Golden Axe, Space Harrier, 
Fantasy Zone, Monaco GP. and Phantasy 
Star. They’re a steal at the price. 

In related news, Sega has also 
announced the next wave of Sega Ages 
2500 titles for Japan: Phantasy Star Il, 
Phantasy Star IV, Virtua Racing, and Last 
Bronx. 

Let’s hope Sega localizes this series 
for the U.S. and slaps at least five of the 
games on one disc. 


Golden Axe looks a lot like the original, 
only fully polygonal with better detail and 
animation. 


(FAR RIGHT) The “fantasy zone” still looks 
a little barren, but the action’s every bit as 
intense in Space Harrier. 



















ROUND ONE: BACKGROUND 


| Leo: Teenage Mutant Ninja Leo: Perpetually teenage-like 
Turtle, named after the painter. actor, named after the painter. 




















Leo: Raised in the New York Leo: Grew up in the seedy 
City sewers by a talking rat. Echo Park area of Los Angeles. 










ROUND TWO: STAR POWER 


Leo: Starred in multiple Leo: Got to work with Kate 
comics, cartoons, and movies. Winslet. on Titanic. Drool... 











| Leo: Is not very popular in Leo: Beloved in Japan... for what.) 
| Japan, despite being a ninja. we're not exactly sure. 





ROUND THREE: LITTLE KNOWN FACTS 


Leo: Began his acting career Leo: Began his acting career as 
when hit with mutating ooze ‘Josh’ in Critters 3. 










Leo: Known as a “Teenage Leo: Known as “that pretty-boy 
Mutant Hero Turtle” in England me bird likes’ in England. 


"WINNER: LEONARDO (TMN 
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Bring WHE AL AAR ID Dal Orne! 


“If | could have 
trained rats to 
tear people up, 
| would have.” 


Samantha Martin, The Rat Lady of Chicago 
Rat People: Friends or Foes? Featurette 


Creeley Si Palen CL OV ECR 


Platinum Series” DVD includes: 
12 Deleted Scenes 
Year of the Rat — Behind-the-Scenes Documentary 


Rat People: Friends or Foes? — Featurette on Real Rats 
and the People Who Love Them 


Crispin Hellion Glover Music Video — “Ben” 
: | Filmmaker Commentary 
“wi orfully deranged. <i 
wo | DVD-ROM Content 
ws And More! 
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Online game play available for the PlayStation®2 computer entertainment system only. Online play requires internet connection and 
alll PENDING Network Adaptor for PlayStation 2 (Gold separately). s : 
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MISSION DIRECTIVE 


—-——<——<——— = =e = 


MAKE IT TO DECEMBER 8TH 
Pearl Harbor, Oahu, Hawaii 


Sunday December 7,1941= This is your wake-up 
call. Fight for your life from the bowels of 
the California to the machine gun mount on a 
Pf boat as Battleship Row burns around you. 
But your fight has just begun. If you survive, 
your island=hopping string of nightmares will 
continue across the Pacific, from Guadalcanal 
to the River Kwai to the Philippines. 

Welcome to paradise, soldier. 


20431380 


Sneak aboard a supercarrier 
and teach the enemy a lesson 
face-to-face. 


Join your fellow Marines 


in defense of our Naval You’ll need help in Bu: 


fleet at Pearl Harbor. Go online and enlist 
reinforcements. 


PlayStation.2 : BSIGAME BOY ADVANCE, 


Challenge Everything” 





se MONITOR 










I'm a little 
tea pot... um, | mean 
Hira, Short and 
stout... 





CHECKPOINT 


You've found it: your one-stop spot for all the best stuff headed your way e 
(Please keep in mind that release dates do change—don’t blame us if they do!) 


Current Releases | a 
canna” PULSES Game Tracker 


I EN nja 
Publisher: Namco Type: Action/Adventure Release Date: November 

He’s little, he’s lethal, he’s... cute? Not so much any longer; Namco 
and developer Argonaut have literally gone back to the drawing 
board to give I-Ninja an “edgier” look (can’t have enough of that 


nowadays) and have also tinkered with the game world’s textures, 
kk resulting in them being a lot more detailed than in previous revs. 

Karaoke Revolution — 

Publisher: Konami Type: Music Release Date: November 

Why didn’t they (or we) think of it sooner? DDR is a hit, the 
Japan-only Guitar Freaks flat-out rocks, so why not throw 
vocals into the mix? We finally got a copy of KR in the office, 
and, so far, it’s looking to be a party game hit. Randy belting 


out “Wind Beneath My Wings” in falsetto was well worth it, as 
re ened Meer one te er “One Week.” 


Fi 









| Fantasy XI 

r: Sony CEA Type: MMORPG Rel te: Spring 

® The bustle surrounding this potential online killer app is really 

5 starting to pick up this month. It’s been in U.S. beta test for some 
time, but we'll soon be entering the fray with our own beta kits, 
so look forward to some very in-depth coverage of the English 
version soon — perhaps even next issue! 


Spawn 
Namco Type: Action/Adventure Release Date: November 
With memories of Sony's awful poone San 





_ Masters of The! 3 
Medal of Honor Rising Sun 
Metal Arms. 

Metal Slug 3 
NBA Ballers 
NCAA Final Four 2004 





| Prince of Persia: the Sands of Time 





Spy Hunter 2 
: rf Midway 1) ype: Action Release Date: November 

We’ re seeing a lot more ambition taken in both the control and 

_ level designs in this hotly-anticipated sequel. There wasn’t a lot 

on show at E3, but since then we've gotten to experience its 

much more realistic car physics, longer and more varied levels (an 

' arctic area is now in), and, of course, Interceptor transformation. 


onan 


YOU SHOULD BE PLAYING 3 


1. JAK il 
Sony CEA Dev: Naughty Dog Type: Adventure 
Like your platform adventures nice and deep? You 
won't find one more meaty than this — it really is 
everything we hoped the first game would be. 


2. NBA LIVE 2004 
: EA Sports Deve EA Sports Type: Sports 
EA took it to the next level in ‘03 with Total Control 
play, but with this year’s full team Total Control, it’s 
the most realistic and deepest hoops game yet. 


pac 3: EYETON: PEAY 

EA Sports Tiburon Type: Sports 
Best party game ever? We're still debating, but one 
thing’s for certain: it’s definitely the most unique. 
Grab some friends and prepare to get silly. 





Te 
‘Alias 

_ Extreme Force 
Final Fantasy X-2 
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Stuff 


Here’s a look at some of the hottest new gear 
and goodies you should keep an eye out for 


From: Nuby 
Price: $19.99 
Available: Now 


All you Dragonball Z 
fanatics (and we know 
you're out there — we 
get your letters) will want 
to check these out Nuby’s new __ series of five “s 
limited edition controllers, each with a different 
DBZ character emblazoned on it: Gohan, Vegeta, 
Piccolo, Goku, or Trunks. 

They handle well and feel nice and solid, very like 
Nuby’s durable, highly underrated Blackhawk con- 
troller, but with the added attraction of Turbo and Slow 


buttons and a better D-pad than the original DualShock 2. (and more DBZ-related peripherals) down at GameStop, 
Plus, with only 5,000 of each design made, it’s entirely FYE, and www.zstore.com while you can. 


possible that they'll become collectors’ items. Track them 





2. LOTR: The Two Towers Extended Edition 11/18/03 





2. The Cat In The Hat 


9 
Readers 
ARSED 


METAL GEAR SOLID 3 
Konami " 
Konami KCEJ 


TBA 


Vv Each pad is customized for a 
particular character—complete 
with corresponding colors, 

names, and even their pictures. 








= y 
Za Would the game be 
2390 ‘ranked this high if it 
votes starred Raiden? 





FINAL FANTASY X-2 
> <7 s5 Square Enix 


2s 22.2 Square Enix 
Se sc02 12< December 


Square Enix’s all-girl 
RPG action still has ‘em 
salivating in anticipation. 





LEGACY OF KAIN: D 
Eidos 

Crystal Dynamics + 

Jate: November [iF 


Looks like being a i 
carne! and not fighting 
them, is all the rage. 





GRAN TURISMO 4 

--. Sony CEA = - - Polyphony Digital 
Release Pavey] :].¥ 

Sony’s uber-racer pulls ahead in the pack. 


U7 Bp BACKYARD WRESTLING 





11/21/03 


3, Finding Nemo 11/04/03 3, Timeline 11/28/03 ier: Eidos Dev Paradox 
726 Date: November 
votes Bloodied, but clearly not beaten. 

4. Bruce Almighty 11/25/03 4. The Haunted Mansion 11/23/03 


5. Space Ghost: Coast To Coast Season One 11/18/03 












GNPDFunworld” tRsts £7 ese 
TOP 10 PS2GAMES TOP 10 PSI GAMES 


FOR JUNE FOR J 


1. Enter The Matrix 


2. Tomb Raider: TAOD 
3. Hulk 3. Beyblade 
4. NBA Street Vol. 2 
5. Midnight Club Il 5. Bratz 
6. Grand Theft Auto Ill 

7. Disney’s Finding Nemo 
8. Spider-Man: The Movie 
9. Grand Theft Auto: Vice City 9. Motocross Mania 
10. Tom Clancy’s Splinter Cell 





5. Looney Tunes: Back In Action 11/14/03 


1. Dragon Ball Z: Ult. Battle 22 


2. Final Fantasy Origins 

4. Shrek: Treasure Hunt 

6. Mortal Kombat Trilogy 

7. Inuyasha: Feudal Fairytale 
8. Namco Museum Vol. 3 


10. Yu-Gi-Oh! Forbidden 





WWE SMACKDOWN! HCTP 
Pahasser. 11; (0 evo) (1) (5 


<=... |= October 
Closing in on its only competition. 





UP 7 SOCOM Il: U.S. NAVY SEALs 
Sony CEA Dev: Zipper Interactive 
550 te: November 
It’s almost here — but where's the love? 


OVERALL TOP 10 ts ; 
FOR JUNE : FINAL FANTASY Xi 
- Square Enix ——- Square Enix 

-.-5-- =. Spring 2004 

We'll bust the U.S. version open next issue. 


CASTLEVANIA: LOI 


1. Enter The Matrix (PS2) 






Konami Konami 
412 ‘e: November 
votes Back on n the chart... and in our hands! 






RESIDENT EVIL: OUTBREAK 
“>= Capcom: = Force 


10 
d | Spring 2004 


votes Online survival horror’s still hanging in. 


CAST YOUR VOTE! 
Visit www.psmonline.com and pick your most wanted 
game from our list of the hottest upcoming releases. 
We'll tally the results, and print ‘em here each issue! 


2. Tomb Raider: TAOD (PS2) 

3. Donkey Kong Country (GBA) 
4. Hulk (PS2) 

5. NBA Street Vol. 2 (PS2) 

6. Pokemon Ruby (GBA) 

7. Pokemon Sapphire (GBA) 

8. Disney’s Finding Nemo (GBA) 
9. Dragon Ball Z: Goku II (GBA) 
10. Yu-Gi-Oh! Worldwide (GBA) 
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Violence PC : 5 ; a | 2 y i on.c GAME BOY ADVANCE 


Suggestive Themes 
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GameCube logo are trademarks of Nintendo. Microsoft, Xbox and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or in other countries and are used Under license from Microsoft. (el =ji-je) se 





SyUe MUA TAD BIN 


BLOOP, 


TRAGG DES TING 


IS BORN. 


At the dawn of the second millennium, the first Belmont makes the ultimate sacrifice. And the 
destiny of a bloodline is decided. From the creators of Castlevania® Symphony of the Night™ and 
completely reinvented for its 3D debut on PlayStation®2, Castlevania® Lament of Innocence™ 








reveals the true origins of the vampire-hunting Belmonts and their tireless quest for Vlad Dracula. 
A thousand years ago, a legend was indeed born. And the dying hasn't stopped since. 





“The visuals at work here are simply magical."- PLAY “What does it actually feel like to play? Damned fun.” - EGM 








PlayStation.e 





ESRB CONTENT RATING www.esth.org 


CASTLEVANIA®, Lament of Innocence™ and Symphony of the Night™ are either registered trademarks or trademarks of KONAMI CORPORATION. © 1986 2003 KONAMI & Konami Computer Entertainment Tokyo. “PlayStation” and the “PS” Family log ) 
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iantl 


in 3D and plays brill 


ies looks drop dead gorgeous 


Konami's classic a 


86: 








com/usa 


www.konam 


are registered trademarks of Sony Computer Entertainment Inc. The ratin§s icon is a trademark of the Interactive Digital Software Association. KONAMI@ is a registered trademark of KONAMI CORPORATION. All rights reserved. 
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GAME INFO / PUB SONY CEA | DEV NAUGHTY DOG | TYPE PLATFORM | MAX PLAYERS ONE | ESRB RATING TEEN 


CONTENTS 


CEB cabela’s Deer Hunt 2004 y y , ‘ 
GE3 porMex 2 yx 
CEB pisney’s Extreme Skate & 
41 | Dynasty Tactics 2 
EGU ESPN NHL Hockey _ 
EC8 Euetou: Play 

CEB Freedom Fighters 
EER tak tt 

GLY Lethal Skies 11 

Gi) Mega Man X7 





\ 
é ) 7M 





Bacar UMN UM hie No UN X 
CEB ASCAR Thunder 2004 es = 
GE NHL Hitz Pro 
Cy Robin Hood: DOTC 







- Redefining the 
platform,genre 











BA 
am 
L PF Sissi J 
CER Rugby 2004 
GEW Simpsons Hit And Run 
EEW Space Channel 5: SE 
Cey Starsky & Hutch 
GES Tiger Woods PGA 2004 
GE Wallace & Gromit 


_ a 
SCORING 
(ay cvassic 


A rare gem; Gur highest 
recommendation 


[EB ourstanoinc 


One of the better games this 


[EB very coop 


You can't go wrong 


7 Bens 


A solid game 


HE oxay 


Kind of fun, but no big deal 


5 ees 


You've got to lave the subject matter 


LACKING 


! 
Big flaws really hurt this game 












aughty Dog has never been known for 
playing it safe. Ambitious to a fault, the 
company will often make claims that 
other developers deem impossible. Thing 
is, Naughty Dog actually has the talent to 
back up its claims. Whereas other developers might 

have the stones to attempt a 
~ > project the size of Jak Il, few 
~~ | could actually complete it. 






Not fun at all 


EB awrut 


This game is an insult ‘ 


- -— 


Ep wry? 


Why would anyone do this to us? 


<> Jak’s a total Dark 
Eco-powered badass in this 
game, and Daxter’s, well, 
Daxter. 


e take our reviews very ‘i 
W seriously. We spend hours upon 

hours playtesting each title so 
that we can give you the absolute best 
information to help you buy. 

Games that score an 8, 9 or 10 earn 
a Bronze, Silver or Gold PSM Must-Buy 
Award. We don’t hand these beauties 
out easily, so if you see one on a review, 
a game box or advertising, you'll want to 
be sure to check that game out. 

Finally, when looking up past scores, 
keep in mind that older games usually 
wouldn't fare as well if they were 
reviewed today. 










While you could describe Jak I/ as 
an action game, to do so would be 
a disservice as it encom- 
passes a large variety 
of gameplay. Driven by a 
mission-based story arc, the 
game is broken down into 
easy-to-digest segments, 


> The game sets a new 
standard for real-time 
cinematics. 


while at the same time never losing 
sight of the overall goal. The end 
result is a game that never feels over- 
whelming, yet still presents the player 


with an incredible amount of freedom. 


Set approximately two years after 
the original game, Jak and Daxter 
have been sucked into the Precursor 


<< JAK ILS EASY 
TO PICK UP, BUT HARD 
TO PUT DOWN >> 


A Teamwork plays a big role in 
this massive uber-platformer. yl 


dimension where an evil ruler 
known only as the Baron controls 
the only major city around — think 
Thunderdome and you've got the idea. 
An unwilling prisoner, Jak has been a 
guinea pig for the Baron’s Dark Eco 
experiments which have given him the 
ability to hulk out and transform into 
Dark Jak when things get a bit rough. 
Initially, your control over the 
transformation is limited at best, but 
like everything else in the game, you 
will become adept at handling it over 
time. Naughty Dog has masterfully 
layered feature upon feature within 
Jak II so just when you think you 
are on the verge of fully complet- 
ing a section, another objective is 
seamlessly blended into the plot. 
It’s just like that moment in Final 
Fantasy Vil when you realize that 
CONTINUED NEXT PAGE 
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CONTINUED FROM LAST PAGE 
there is a whole world outside of the 
city to explore. Jak I/ is loaded with 
those moments. 

Freedom to play the game as you 
see fit is one of the most addicting 
things about the game. Sure, you 
can plow through each mission like 
a demon with the sole purpose of 
advancing the plot, or you can take 
the time to explore, see the sights 
and poke around a bit. This flexibility 
gives players the chance to really get 
sucked into the world. 

Player control is once again a 
strong point in Jak //, with an intuitive 
control setup that feels natural from 
the moment you pick up a Dual 
Shock. Whether Jak is on foot, in a 
vehicle or on a hoverboard, he always 
goes exactly where you tell him. This is 
key, if only because some of the later 
levels require an incredible amount of 
fancy footwork. 

Designed to be a challenging 
game, Jak I] does not artificially limit 
the player with a preset number of 
lives. Rather, when you die, you are 
reset back to the beginning of the 
section and forced to keep trying until 
you get it right. When the only penalty 
for a mistake is time lost, players are 
more likely to experiment and take 
risks they would otherwise avoid. 

Visually the game is absolutely 
stunning, with in-game character 
models that are at least three times 
as detailed as those seen in the first 
game. Level design is artistic as it is 
functional — don’t be surprised if you 
find yourself stopping to smell the 
roses more than once. An independent 
day and night cycle gives the illusion 
of time passing, while clever design 
tricks prevent the player from facing 
a loading screen every time you move 
into a new section. 

About the only real issue facing the 


Jacking with Jak 


Early on, Jak II feels a bit linear, 
but soon enough you come to the 


<< JAK II 1S VISUALLY STUNNING, WITH LEVELS AS 
FUNCTIONAL AS THEY ARE GORGEOUS >> 


PSM BREAKDOWN 


be ££ 


This isn’t your 
usual mini- 
game. Jak Il’s 
races are just as 
fun and control- 
lable as a stand- 
alone game! 


— 


The other 
racers all have 
independent 
Al and never 
do the same 

7 thing twice. 


game are the insanely difficult encoun- 
ters that occasionally pop up. Just 
when you think you have the hang 

of the game, Jak // throws the player 

a curve ball in the form of a devilish 
obstacle or enemy to defeat. A more 
gradual ramp up in the difficulty would 
have been preferred. 

Like a good book, Jak II is one of 
those games that is easy to pick up, 
but near impossible to put down. 
Finely tuned and incredibly enjoyable, 
there is little to complain about and 
plenty to savor. ADAM PAVLACKA 


realization that you can do whatever you 


want and the depth of the game design 


becomes clear. For example, when 
you're in the city, you don’t just have 
to use your hoverboard — feel 
free to steal a hovercar. 

Drive it a bit and then 

steal another. And 

another. Each one boasts 

a different handling 

model. Steal a guard 

car and you can even fire 

the weapons. Necessary? 

Nope, but it’s the little details 

like this that lift a quality game 

to extraordinary levels. 


An up-close look at 
the one in action 


. ioe 
Your bike can 
received damage, 
| so keep clear! 


The tracks look 
simple, but there 
are lots of paths. 


< Your jaw will hit 
the floor when you 
first see many of the 
environments. 


HOW IT STACKS UP 


JAK Il 

RATCHET & CLANK 
JAK AND DAXTER 
APE ESCAPE 2 


RAYMAN 3: HOODLUM HAVOC 
A Jak can, well, jack any flying vehicle. 


PSivii 


FINAL SCORE 


OUTSTANDING 


Jak Il is easily the best platform game on 
the PlayStation 2... or anywhere else. PS2 
owners are going to have a very happy 
holiday season indeed. 
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MIDWAY 


Prenare to be Hunted November 2003 


wwwspyhunterc.mdwaycom 


RATING PENDING 


si ho Visit www.esrb.org or 
c GG call 1-800-771-3772 
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for Rating Information. 
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sh your way ie. the glorious Ro of 

Ss EverQuest © in a non~stop, hack’ n “slash adventure : 
=) brimming with heroic quests, beautiful locales, 
enchanted zones and dark, BNSHEON: euescone 





* Create your rChinnes from 5 mythic races sand 5 different 
classes. Name your Champion and customize your own 

 - appearance. Discover over 10,000 items or create your own. 

j aster weapons, magic and combat combinations to 

; conquer hideous creatures and unforeseen evil. 

But be forewarned — a Champion shall forever be challenged! ) 





aarers © 
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5 distinct campaign segments with 
over 45 different adventure areas. 


Ni 
SSN 


Pe OE lll lll 


Dungeons and monsters 


pe-bateloseel br regenerate to make 
each game a new experience. 





CCIM ETT 


Battle online with up to 





4 players via SOEGames.net™ 


plus multitap support. 


a) w/ 


onLineE. 


BROADBAND AND DIAL-UP 


Visit www.esrb.org 


or call 1-800-771-3772 
for more ratings 
information. 
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S ENEMIES. 


TURN-ONS: “PREYING ON YOU AND 
OTHERS WITH WEAK SCREEN NAMES.” 


FAVORITE PREY: 9 CHAOS RAPTOR @ ) 


NAVAN BS 5 esi @) | De | fe = a D) @) =} 
DUTY END. 
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PUB CAPCOM | DEV CINEMAWARE | MAX PLAYERS ONE | RATED TEEN 


feah, the armor looks good, but it’s hard as hel get- : 


ting this knight to hit anything with that lance... 


ROBIN HOOD: 
DEFENDER OF THE 
CROWN 


hose of us who had one of those old 
T Commodore computers remember 

Cinemaware, and all of the great 
games that company made: Wings, It Came 
From The Desert, The Three Stooges and 
many more. Now Capcom brings one of 
Cinemaware’s biggest hits to the PS2. 

Robin Hood: Defender of the Crown is really 
several games in one. The beginning segment 
has you, as Robin Hood, trying to gain cotrol of 
Nottingham. This is accomplished by recruiting 
your merry men, robbing rich barons at arrow 
point and invading neighboring districts. 

After securing your own turf, you set out 
ona mission to regain control of England from 
the evil King John. Here’s where a lot of the 
fun, and one major problem, begin. 

Players can compete in five different action 
sequences. These are sword fighting, archery, 
jousting, siege warfare, and huge mass battles. 
The mass battles are easy to organize and 
win, but anything that requires precise aiming, 
like archery or jousting, becomes a bit of a 
problem, since Cinemaware didn’t include the 
option to decide how you'd like to aim your 
weapons. Players who are used to a flight 
sim-like control scheme (back = up, forward 
= down) are going to have to adjust quickly to 
the opposite scheme or risk having trouble hit- 
ting anything. | can’t imagine why Cinemaware 
Calfelaman avellU(o(mtnlicya ate) (occur \ser-lnme)olt(e) a8 

PNao)dgtclananliave)ex@e)nitce) i oje)iayancnreie mce))are| 
irritating was how you fired the catapults. Trust 
me, your thumbs are gonna get some serious 
exercise here! 

One other point really bothered me about 
DOTC, though | guess it could be construed 
as nit-picking. The Robin Hood | remember 
was a swashbuckling rake with a crafty mind 
and a quick temper. The Robin Hood here is 
some kind of simpering wimp who must be led 
around by the nose by Maid Marian in order to 
get anything done. This is total PC crap. 

On the whole, DOTC is an enjoyable experi- 
ence. | just wish Cinemaware had given us 
more options and a Robin who isn’t a wuss. 


BILL DONOHUE 


FINAL SCORE 


OKAY Nostalgic trip down 
memory lane that suffers from 
some control problems. 


PUB SAMMY | DEV ASMIK ACE | MAX PLAYERS TWO | RATED TEEN 


at DSSS eS 
Lov] 


{ENERY DESTROYED) 


<n 


A The graphics are just okay, but the action is definitely 
fast and furious! Too bad the voice acting is annoying... 


LETHAL 
SKIES Il 


n the fast and furious world of air com- 
| bat games, the Ace Combat series is the 

Red Baron. Lethal Skies Il, from Sammy, 
by way of Asmik Ace, is the brash, hot-shot 
rookie who's got a few missions under his belt 
and is looking for trouble. 

The game itself isn’t 
really very pretty: a lot of 
the ground textures are an 
ugly brown and the planes 
look kind of unfinished 
(although, to be perfectly fair, the plane graph- 
ics are a big improvement over the original 
Lethal Skies... ), but hey, we don’t buy air com- 
bat games for the looks, do we? Hell, no! We 
want that adrenaline-pulsing action, and Lethal 
Skies Il has that in Spads... | mean, spades! 

LSI/ features 19 different fighters, ranging 
from modern day jets to experimental craft and 
even a few “futuristic” planes. You'll pilot these 
babies through 20 missions, ranging from air 
interdiction to ground support, into the teeth of 
some very tough, very determined opponent 
Al. Curse you, Red Baron! 

Sammy has added several new features this 
time around, including split-screen and i-Link 
two player modes, gameplay movies and five 
different first- and third-person points of view. 
The feature | found to be most interesting was 
the wire-frame, 3D playback of the mission I’d 
just flown, illustrating all of the changes in alti- 
tude and attitude encountered during the fight. 
This is especially enjoyable if you tend to play 
air combat sims from the cockpit view, where 
things sometimes get a bit hectic. 

Another point that got under my skin is 
the quality of the voice acting. Now, | don’t 
mind a female wingman, even though that 
isn’t allowed by any combat air force operating 
today, but my other wingman kept spouting 
“Oh, | shot down a bogey!” in a most un-fighter 
pilot-like voice. | wish Sammy had kept the 
radio chatter closer to the sparse call and 
response that occurs during real air ops. 

Any problems that LS// might have are 
merely cosmetic. This is one Sierra Hotel flight 
sim that’s just spoiling for a fight! BILL poNoHUE 





VERY GOOD Notas pretty 
as AC4, but the gameplay has 
serious teeth. 


PSM 


FINAL SCORE 
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A Wallace & Gromit have serious charm and a remark- 
ably solid game to boot. 


WALLACE 
acromir |PS 
IN PROJECT ustsy 
raat 


allace & Gromit aptly shows what 
W-= happen when the creator of an 

animated masterpiece sits down to 
make a video game... and succeeds. The player 
only controls Gromit, the mute hound with 
dozens of amusing facial expressions and a fine 
compliment of Mario-inspired maneuvers, but 
you're naturally accompanied by everyone's 
favorite, mild-mannered, cheese-loving inven- 
tor, Wallace. The plot's a little thin, but involves 
rescuing Wallace's newly adopted pet polar 
bear, Archie, kidnapped by the villainous pen- 
guin Feathers McGraw. This leads Wallace & 
Gromit to the zoo, which is composed of 24 
platforming levels and numerous “beat the 
clock” sub-games. 

Although later in the game there are nods 
to Metal Gear Solid (cue cardboard box!), the 
main platforming portions take a more Ratchet 
& Clank-style approach, with the player col- 
lecting bolts, coins, and mechanical flotsam, 
and whacking monkeys (who definitely have it 
coming). Wallace then uses the items you've 
collected to create new devices for you, or to 
fix various machines that open doors, lower 
bridges, and unlock other level-enhancing fea- 
tures. Control is tight and easy to pick up; plus 
the stages never get too laborious. Naturally, 
there's some stuff in here just for limey gam- 
ers (yes, they really do talk like that, and the 
health items are “Jacobs Cream Crackers” — a 
real snack in the U.K.), but the game never 
loses its broad appeal. 

The action can become a little too generic 
and Feathers’ contraptions become so extrava- 
gantly mad that they actually detract from the 
charm of the claymation source material, but 
the game still doesn’t even come close to suck- 
ing, and handily trounces recent underachiev- 
ers like The Hulk and Enter the Matrix. This is 
a derivative, but amazingly amusing, platform 
romp. And if you already love the license, then 
this ‘ere’s a blinkin’ masterpiece! 

DAVID S. J. HODGSON 


VERY GOOD A near-per- 
fect platformer starring clay 
characters with real heart. 


PSM 


FINAL SCORE 





the ever-moving commotion known 

as the videogame universe. The first 
is that software and hardware are recurrently 
improving on technology in a race to crown 
the undisputed console champion. The second 
is that Capcom will continue cranking out a 
never-ending and consistently playable flow 
of brand new Mega Man titles until the end of 
time. Proving this cosmic law in an undeniable 
fashion, the company has officially released the 
PS2’s homage to the Blue Bomber; the cult- 
anticipated Mega Man XZ 

While we could go ahead and talk about 
the mechanics and gameplay aspects of X7Z it 
would probably be a bit pointless. Mega Man 
has done almost as much as Mario and the 
Belmonts to shape the platform action genre, 
and this is Mega Man, through and through. 
Yes, there are three characters now (Megaman, 
Zero, and cool newcomer Axel, who can steal 
his opponents’ powers), multiple perspec- 
tives, and semi-three dimensional settings. But 
in the end, it still looks, acts, and plays like 
every other Mega Man game before it. Which 
will either appeal to your tastes or it won't. 
Personally, we think there’s a reason old blue 
has lasted for fifteen years now — because this 
gameplay is classic. 

To its credit, the ability for characters to 
team up adds a little flash to an otherwise 
straightforward action/platformer. But the boss- 
es aren’t particuiarly difficult and the enemies 
and stage design has definitely been superior 
in earlier offerings. Of course, the experience 
as a whole is pretty fun if you're a Mega Man 
fan like we are, even though you've played 
much of this before. Also, the multiple angles, 
3D engine, and stellar visuals in Mega Man X7 
do move the series forward, even if gameplay 
remains the same, which is okay in our book. 

Accepting it for what it is, Mega Man X7 is 
a solid addition for any fan's collection. Casual 
fans, however, might not find enough innova- 
tion to hold their interest. seremy DUNHAM 


Te: are two undeniable constants in 


GOOD The camera has a 
few problems, but fans will 
eat it up. 


PS 


FINAL SCORE 
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A The types of attacks at your disposal are much greater 
this time around, although there is quite a bit of similar- 
ity between them all. 


DYNASTY 
TACTICS 2 


: Cite Romance of the Three 


Kingdoms and Dynasty Warriors 4 is no 
easy task, but Dynasty Tactics 2 does 
exactly that — and does it well. The latest in 
KOEI's long line of ancient Chinese software, 
ctics 2 takes all the same features that 
ped make last year’s version a surprise hit 
ind expands upon it exponentially. 
Like the rest of Koei’s Dynasty series, the 


game is set during the “Three Kingdoms” peri- 
| od of Chinese history. Thus, lavish costumes, 
_ superhuman heroes, and dramatic settings - 


are the order of the day. However, rather than — 


|. delivering button-mashing melee action, this 
_ is a pure, grid-based strategy battler in every 


ense of the phrase. San Goku Shi Senshi 2 (as 

’s known in Japan) has all sorts of reasons for — 
is of the genre to be excited. Among other 
ings, there are twice as many available battle 


" tactics than the original and a brand new tacti- 
- cal chain system that allows units to use mul- 

_ tiple attacks in a single turn. Also improved is 

_ the progression of the storyline and the battles. 
- They're much quicker, less linear, and far more 


ifficult; meaning that Tactics 2 isn’t the cake- 
Ik the previous game was. 
Unfortunately, it also ends up becoming 
ite repetitive. As brilliant as some of the 
ge design is and as smart as some of the 
pponents can be, a few skirmishes ‘on the 
ield will quickly reveal how little hice) 
ere is between scenarios. The true depth 
f the game is in expanding your army and 
leveloping new tactics, but the arena is still 
ery limited. Plus, there may be more tactics, 
ut many are too similar to one another, 
iving little incentive to learn more than a few 


hat. said, Dynasty Tactics 2 j 
rangely captivating experience E] 


GOOD For gamers looking 
for something different, this 
could be your poison. 


FINAL SCORE 
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Legend Mode: New Arena Challenge 
42 New Stages Duel to the Death 
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A The included music videos add a bit of character to 
selected songs. 


DDRMAX e;, 


uch like a sports 
game, the basic 
formula for 


Konami's Dance Dance 

Revolution series hasn't changed much from 
game to game. Rather, the game engine has 
evolved, with each fresh iteration tweaking or 
adding slightly to the established paradigm. 

New in DDRMax 2 is the Euromix-inspired 
Nonstop mode. The replacement for last year’s 
ultra-hard Oni mode, Nonstop is similar, but a 
bit more forgiving. Challenge courses are still 
present; however, the limited life bar has been 
replaced with a standard health meter. 

Also new to the series is the inclusion 
of original music videos for licensed songs. 
Previously, all videos consisted of short game 
engine-generated snippets that were edited by 
Konami (in fact, most of the visuals still fit this 
mold). While it doesn’t affect gameplay, seeing 
some of the videos in action is a nice treat. 

The songlist is slightly shorter this time 
around, clocking in with 69 different tracks, 
but the overall selection is much better than 
DDRMax. With more licensed tracks in the 
game, chances are good that even non-gam- 
ers have heard some of these songs before. 
Whether it is the Crystal Method’s “Busy Child” 
or Dirty Vegas’ “Days Go By”, many songs on 
DDRMax 2 boast serious name recognition. Of 
course, there are still plenty of Japanese tunes 
for those who have always loved the music as 
it was. 

As in prior games, players will have to 
unlock a number of hidden songs by playing 
the game, but this time around, the game dis- 
plays how many songs must be played before 
the next unlock is reached. In addition to songs, 
you can also unlock virtual dancers who bust 
moves onscreen right along with you and the 
ankle-breaking Endless mode. 

Complaints? Not many. We'd love to hear 5.1 
sound, and some of the more challenging songs 
virtually scream for a higher-quality dance pad, 
such as those offered by Level Six, Red Octane 
or Cobalt Flux (more on these next issue). 
These other pads can be pricey, but for the 
DDR hardcore, they replicate the arcade feeling 
much better than the dance pad bundled with 
the game. ADAM PAVLACKA 


PSM 


FINAL SCORE 


OUTSTANDING it needs 


5.1 support, but this is still 
the best DDR yet. 











i ; 


A Learning when to let your squad members take the 
heat is crucial to survival. 


FREEDOM 
FIGHTERS 


his excellent, squad- 
Ton tactical action game casts 

the player as Christopher Stone, an 
unassuming plumber-turned-revolutionary. You 
lead a team of freedom fighters in an alternate 
universe where a bombed-out America is 
occupied territory, ruled by Communist Russia. 
Yes, it’s a premise very like that of the movie 
Red Dawn, but that movie rocked, so it’s okay. 

Freedom Fighters doesn’t necessarily 
break any new ground in terms of gameplay, 
but it does have a few features that make it 
feel fresh and new. We particularly like the 
recruiting system; players start the game with 
only one character — Stone. As prisoners are 
rescued and/or buildings are captured, Stone 
will earn charisma points, which in turn lead to 
more squad members. This recruiting system 
feels a little forced at times, but it works very 
well and gives the game an almost RPG feel. — 
Plus, although your command options are 
limited (guard this, investogate this, etc.), when 
you get a full complement of twelve soldiers 
under your command, it gives you a great feel- 
ing of power. 

There's plenty more to like in Freedom 
Fighters; Hitman 2 developer lo Interactive's 
Glacier engine is capable of rendering some 
truly massive environments and detailed 
cityscapes, and the soundtrack, performed by 
the Hungarian Radio Choir, is epic in scope and 
dramatic in its presentation. On the surface, 
Freedom Fighters delivers in every way. 

There are, however, some small yet irritat- 
ing, lingering shortcomings. For example, with 
no reticule as a guide and an auto-aim feature 
that’s more random than not, combat lacks the 
precision you'd want and expect. Additionally, 
the Al of your squad members, and for that 
matter, your enemies, is sometimes surprisingly 
good and sometimes simply asinine. Finally, 
there are some minor UI and camera issues. 

However, those are small concerns. 
Ultimately, even with all its faults, Freedom 
Fighters’ slick presentation and heated action 
create a mood and atmosphere that few other 
games can match. And in this instance, that 
makes all the difference. KAISER HWANG 





BSsivii VERY GOOD FF overflows 


with mood, ambience, char- 
acter, and above all, action. 


FINAL SCORE 
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A The real Tiger may have hit a dry spell, but the virtual 
version is better than ever. 


TIGER 
woods 
PGA TOUR 
2004 


ast year’s Tiger Woods PGA EY 
L Tour was, and still is, high Id 

on the golf game food chain. 
With good reason, too — the game 
featured a balanced mélange of simula- 
tion and arcade-style gameplay, a healthy dose 
of diverse play modes, and graphics that were 
to die for (well, for a golf game, anyways). 

Outside of a few minor tweaks, the only 
significant features that were MIA were a more 
robust character creation system and online 
play. Funny, then, that Tiger Woods’ 2004 out- 
ing gives us exactly that. 

The most notable addition to this year’s 
game is the character creator, cleverly dubbed 
“Game Face’ Without doubt, Game Face is the 
most comprehensive and powerful character 
creation tool found in a game, period. 

With an easy-to-use slider interface, 
players can morph just about every part of 
their character’ s body in real time. Creative 
types shouldn't have a hard time construct- 
ing a virtual clone of themselves in the game. 
In fact, we created an in-game version of Bill 
Donohue so accurate that it forgot entirely 
about doing any golfing and went around the 
course bludgeoning the other golfers with its 
3-wood — scary. 

Not to be outdone by Game Face, the 
developers included online play. Sports games 
are always fun with friends, but online, they 
can become a very different beast. With sup- 
port for real time voice communication using a 
compatible headset and planned online tour- 
naments, this year’s Tiger Woods leaves little to 
the imagination from an online perspective. It 
also gives the game serious replayability. 

There are also seven more courses, for a 
total of 19. While the core gameplay mechanics 
feel almost identical to last year’s game, it was 
rocking to begin with, so no complaints here. 
Our sole gripe is that we wish the game were a 
little more difficult. But what the heck, there’s 
always next year. KAISER HWANG 


PSM 


FINAL SCORE 


OUTSTANDING Tiger's 
game gets better, with online 
play and character creation. 





A The environments are modeled after all your favorite 
locales in the Simpsons’ universe. 


i games: based | upon America’s : 
family seem | perpetually trapped somewhe 
between aggressively mediocre to ju 

‘ tragic... until now. ; : 


In the best surprise. we've had in oe The 
_ Simpsons: Hit & Run is a massive action adven- 
' ture that truly rocks, proving that you can never — 


| judge a game by fic baa cover. i 


iberty and Vice cities and into 
wholesome, if completely dysfunctional, ean 
_ of Springfield. From the Kwik-E-Mart to the 
Nuclear Power Plant, Flanders’ Place to Moe's 
Tavern, the Simpsons’ bustling hometown ie 
‘never been so accurately recreated. 


VERY GOOD It’s The 
Simpsons in a Vice City-like 
world and we love it. 


PSmMi 


FINAL SCORE 
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REVIEWS #5 


Aue support for four-on-four on 
50 everyone can bang the boards t 01 


NHL HITZ vi 
PRO Lrsatt 


ike EA's NHL 2004, “== BRONZE, a 

Midway's NHL Hitz | LINE 

has been “rebranded” ont par 
and “refocused” to be more real- 
istic, but don’t let the Pro name, full 
complement of skaters, and “Pro” setting in the 
gameplay options fool you. This is still very much 
a Hitz game. It plays lightning fast, the checks 
you can lay on a target would kill a real human, 
and players on a hot streak can still find them- 
selves “on fire” — we're not speaking figuratively 
either. They literally burst into flames. 

Building on a solid (if unspectacular) graphics 
engine, the coolest aspects of Hitz are its fight- 
ing engine and face-offs. The former is a super- 
fun mini-game, whereby each player is given a 
random button, which they have to mash fast 
enough to build up the meter first and score the 
punch on the opposition. The first man to three 
punches wins. The latter, ironically enough, feels 
more realistic than other hockey games, as tim- 
ing your swing improperly virtually guarantees 
loss of the puck. All that’s missing is the ability 
to direct the puck to a specific teammate off 
the draw. 

Also worth mentioning is the pre-game 
introduction. While no players are specifically 
announced, the solid commentary kicks in, 
along with rockin; arena-worthy music, excited 
fans, and authentic player warm-ups, and the 
result is a pre-game sequence superior to any 
of the competition. 

Kudos to Midway for including lots of 
gameplay sliders to tweak the experience to 
your tastes, but the default settings (including 
no off-sides and no icing) nail Hitz’s sweet spot. 
In this mode, you can barely keep up with the 
pace, the scoring is frequent, and the shots are 
harder than any Al MacInnis slapper. 

If you take Hitz for what it is, it’s fun and 
easy to recommend. It’s great for non-hockey 
fans, and a good break from your ESPN or 
NHL 2004 season. It’s a good year to be a 
videogame hockey fan. RYAN MCCAFFREY 





VERY GOOD Fast and 


arcade-like, Hitz’s skaters 
give you more people to hit. 


FINAL SCORE 
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A Line changes can be either 
manual or automatic. 


s° REVIEWS 





A The A.I. ranges all the way from 
simplistic to sadistic. 













fter snatching the 
Stanley Cup of video- 
game hockey away from 
EA with last year’s NHL 
2K3, Sega has success- 
fully defended its title with this year’s 
re-branded ESPN NHL Hockey. 
This franchise has quickly risen 
to the top due to its smoothness of 
play and its careful balance between 


faces must be seen to be believed 
and the ESPN presentation is top- 
notch. Replays are incredible, as they 
seem to give you the perfect angle 
on the play, more often than not. 
This year’s new commentators 
are also of note. ESPN's number one 
line of Gary Thorne and Bill Clement 
have been brought in. They’re 
accurate and don’t lag behind a play. 


A This series was one of the first to 
include truly talented goalies. 


ESPN NHL HOCKEY 


Sega skates fo the Cup! 








A If you’re getting wor! 


CHRISDRURY __ 
‘ked on the ice, spend some time in the game’s 


training drills and user challenges to hone your skills. 













shot, and more. It’s especially good 
in multiplayer. The latter is great for 
taking a breather from your sim- 
based, realism-centric season. The 
pond is tiny, pucks bounce wildly 
off the boards, and each team 

has only two skaters. It too peaks 
in multiplayer. 


ESPN NHL Hockey isn’t perfect: 
the difficulty levels go straight from 
too easy to too difficult, the fighting 
engine sucks, and the Franchise 
Mode is nowhere near EA’s Dynasty 
Mode. But you can’t go wrong with 
Sega's offering. There's too much 
good stuff here. RYAN MCCAFFREY 


realism and fun. Sega's taken all that 
was good about last year’s game 

— the smooth animation, the tight 
control, and the online play and given 
it a much-needed visual boost. Player 


Sega’s also added a couple of 
mini-games: the All-Star Weekend 
Skills Competition and a Mini-Rink 
game. The former offers 1-on-1, 
breakaway relay, accuracy, hardest 


OUTSTANDING 


ESPN NHL Hockey owns the three most 


important categories this year: graphics, 
gameplay, and online multiplayer. Thus, it’s 
this season's Stanley Cup winner. 


FINAL SCORE 








Boxing Chump: pummel your way to % 
a high score while looking like a spaz. 


Lg) 


- 


> Spinning plates is tiring. We wonder why 
anyone would do it as a profession. 


ust to avoid confusion, 

this isn’t a review of the 

EyeToy hardware — which, 

in case you didn’t know, is 

a small camera that plugs 
into one of PS2’s USB ports and 
translates your movements into on- 
screen actions. 

However novel, any hardware is 
worthless without software to exploit 
it. That’s where Play comes into (for 
lack of a better term) play. It’s a 
collection of 12 mini-games and other 
assorted odds and ends designed to 
show off the EyeToy’s capabilities, 
enabling you to interact with games 
by using your body as a controller. 

Play isn’t something we'd strongly 






recommend for lone players; it’s 
really intended to be experienced 
in groups, i.e. at parties. In the later 
case, it’s a blast — especially after 
a couple of “adult beverages” The 
games are about as deep as those 
flash-based games you’d find on 
the Web, and range from addictive 


FINAL SCORE 
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A We never wash our own windows, but in 
Wishi Washi, it’s actually fun. 


EYETOY: PLAY 


Novelty... or the next big 
party phenomenon? 


PUB SONY CEA | DEV SONY CEE | TYPE PARTY | MAX PLAYERS FOUR | ESRB EVERYONE 










a. ; GE 


a ¥ 
A If you just want to chill, why not try 
popping bubbles? 





















to silly to exhausting. The novelty 
of slapping burping rats wears thin 
rather quickly, for example, but the 
Fantavision-style fireworks game 
is very captivating. Luckily, the fun 
games (who thought window washing 
could be fun?) outweigh the ones 
where you can tell the developers 
were really reaching. 

Apart from Kung Foo and the 


GOOD 


Great for parties and provides a very unique 
experience, but there’s not a lot of replay 
potential for solo players. Still, the concept 
is definitely exciting. 





44 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #77 NOVEMBER 2003 / www.psmonline.com 





rest of the core games, there are 

a few “tech demos” where you 

pop bubbles or make colored trails 
without being timed or scored. 
There's even an option to record 
video messages, and you'll get your 
photo taken when you get a new 
high score. 

Overall, Play proves there's still a 
lot of unexplored territory in game 
concepts, and it’s a lot of fun when 
played with others. It’s also priced 
right, especially considering that 
it’s bundled with the EyeToy itself 
— which, as Play proves, has some 
great potential for future games. 

RANDY NELSON 
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y Play DWAXL alone or with DW4, to power up 
the original with new XL features. 
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UNLEASH AN UNLIMITED ARSENAL OF MOVES WITH EA SPORTS FREESTYLE CONTROL. 


Freestyle makes the D shake its head in disbelief. Create nasty crossovers, fadeaways, dunks, or no look mid-air 
dishes. And now with 10-Man Freestyle, off-ball players battle on the blocks, cut to the hoop, and set picks, 
80 You Can use your teammates to defeat your rivals. Tip it off on the couch or online: GREATE YOUR GAME. 
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*Online and Multiplayer game: play available for the lay 2 
tation 2 (sold separately). The Online icon is a trademark of Sony Computer Entertainment America Inc. All features not available 


requires Internet connection and Network Adaptor for Play: 
on all platforms. See back of game pack for details. 
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PUB/DEV ACTIVISION VALUE | MAX PLAYERS ONE | RATED TEEN 


CABELA’S DEER HUNT 
2004 SEASON 


S= people think deer are the most 






inspirational creatures in the world— 

especially when properly cooked. Those 
folks may want to check out this surprisingly 
fclofefeH=tclant=ea allen 
defies the belief 
that hunting 
games are a sub- 
par genre. 

The graphics 
in CDH2004 are 
surprisingly good, 
though animations ey This may RAGA be the ultimate 
could be a tad eel Stes 
smoother. The strength of the game is its realism: 
the animals leave tracks, your scent is carried on 
the wind, you can get tired, hungry, or thirsty, and 
bullets and arrows lose altitude as they travel. Of 
course, you also wield a full range of deer-getting 
gadgets, ranging from mating calls and bottled 
urine to an ATV. One warning: deer are really 
freakin’ flighty, so expect to spend a huge amount 
of time patiently, stealthily Solid Snake-ing up on 
them, if you don’t want to go home hungry. 
ERIC BRATCHER 


'PSsivii OKAY Hunting games are 
still niche titles, but this is a 
FINAL SCORE really good one. 


RATING EVERYONE 





PUB EA SPORTS | DEV HB STUDIOS | MAX PLAYERS TWO 


RUGBY 2004 


hough it pains a patriotic, football- 
i. gamer to admit it, rugby 

players have to be the hardest athletes 
in sports. Face it — these guys are animals. They 
Tun as tirelessly as soccer players, hit as hard as 
linebackers, and honestly think pads, helmets, and 
even groin cups are for sissies. 

Sounds great, sre ri 


right? So why on £ + 
Earth isn’t Rugby i et 
more popular t 


here? Who knows, ; 


but EAis doingits |e i ot 
part by releasing ae c ae 
its Aussie-devel- ees : 


A You imight think there aren’t any 
oped Rugby 2004 rules in rugby at all. 
in the US. 


If you already like rugby, there's a ton of 
good stuff here: almost 70 stadiums and 62 real 
teams, ranging from our favorite, the mighty New 
Zealand All-Blacks, to the less imposing U.S. 
National Team. Controls are fairly snappy, the Al is 
competent, and the playbooks offer some variety. 
However, if you're not already a fan, the choppy 
commentary, average graphics, and lack of a use- 
ful tutorial will Keep you away, ERIC BRATCHER 









PSV GOOD The only rugby game 


out there is also a good one, 
FINAL SCORE 





but it lacks polish. 





PUB ACTIVISION | DEV TOYS FOR BOB | MAX PLAYERS TWO | RATED EVERYONE 


DISNEY’S 
EXTREME SKATE ' 
ADVENTURE 


skateboarding game featuring Disney 
Pierce Heys sound like something 
straight : 
out of a market- 
ing pitch, but 
Disney’s Extreme 
Skate Adventure 
is afar cry from = 3 
most licensed z | 
titles. While some . 
of the credit 4 Alion cub on a skateboard — it’s 
has to go to the 
underlying engine — the game uses technology 
borrowed from Tony Hawk 4 — what really makes 
Extreme Skate Adventure shine is the level design. 
Inspired by the Lion King, Tarzan and Toy Story, 
each world is true to the original film, with a bit of 
skateboard-centric artistic license. 

To make the game accessible for younger 
players, the game features a one button trick 
mode. This context sensitive button allows newbies 
to bust a groove. A pro setting gives advanced 
players Tony Hawk controls. ADAM PAVLACKA 








PSM 


VERY GOOD It’s corny, 
but the solid, Hawk-inspired 
gameplay cannot be denied. 


FINAL SCORE 





PUBAGETEC | DEVUGA | MAX PLAYERS TWO | RATED TEEN 


a 
SPECIAL 
EDITION 


ne of the gems of the 
Dreamcast library was Space Channel 5, 


a rhythm action title with cool music, 
and a main character with bright pink hair, go- 
go boots and a 
micro-mini skirt. 

This PS2 version 
contains both the 
original SC5 and 

the sequel, SC 

5: Part Il, previ- 


ously available only @ rane 
in Japan. A Ulala’s ativentures still feel 


and boast a great style all their own. 
Both games 


share a similar premise: Ulala is a reporter who 
must stave off an alien invasion by dancing (con- 
trolled with a Dual Shock 2, not a DDR-style 
dance pad). 

The bigger prize here is Part Il. It features 
improved graphics, better choreography, and 
greater musical variety, including some guitar 
slinging and a “waltz battle’ with a giant plant. At 
this price — $30 — it’s a steal. eric BRATCHER 


PSM 


FINAL SCORE 


VERY GOOD If you're a 
fan of rhythm-action games, 
buy this today. If not, rent it. 


48 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #77 NOVEMBER 2003 / www.psmonline.com 













PUB EA | DEV EA TIBURON | MAX PLAYERS TWO | RATED EVERYONE 


NASCAR THUNDER 
2004 


ith both NCAA Football 
Wyo and the near-per- 

fect Madden NFL 2004 
currently eating up sales charts, EA Tiburon 
has proven that it 
knows its pigskin. 
With NASCAR 
Thunder 2004, 
Tiburon revs its 
engine and roars 
away with the 
Winston Cup. 

Thunder ‘04 
sets new standards 
in terms of racing titles. Peer-to-peer online play, 
all 23 Winston Cup tracks, and over 70 drivers 
make for a very convincing experience. The only 
area that still needs a little work is the realism of 
car crashes and the pack racing. Definitely on the 
arcade side, it’s still not as pragmatic as some of 
EAs other sports games. 

NASCAR Thunder 2004 is an awesome trip to 
the racetrack. An ideal purchase for casual and 
hardcore race fans alike, it’s definitely worth a 
test drive. JEREMY DUNHAM 


PSM 


FINAL SCORE 


A The visuals are even better than 
they were last year. 


VERY GOOD Thunder 
wins the race for best of its 
category by default. 


PUB GOTHAM | DEV MIND'S EYE | MAX PLAYERS TWO | RATED TEEN 


STARSKY & HUTCH 


De let the crappy nature of this game’s 










graphics fool you — this is an action- 

driving romp combining all the best 
bits of Stuntman with none of the teeth-grinding 
elements. It’s set in San Francisco, although for 
legal reasons (and because the in-game city bears 
no resemblance to S.F), the game refers to it as 
Bay City. SSH gives mm 
you 18 increasingly § 
difficult methods 
of chasing cars, 
ramming cars, and © 
shooting at cars, all! 
the while blasting 


away at power-ups oe ah ae ; npn 

a ore Knigl der 
and adding to a py Starsky & Hutch ruled the roads. 
“viewer total’ that’s 


constantly diminishing. 

Vehicle handling is fantastic, and the missions 
are short, but intense. Add funkalicious music, 
and a series of unlockables that really add to the 
superfly fun, plus the ability to hook up a steering 
wheel and Guncon and you've got a short, but 
surprisingly adept, homage to a classic cop show. 
Now where's our A-Jeam game, suckas? 

DAVID 5.J, HODGSON 





GOOD More of a series of 
mini-games than anything, 


FINAL SCORE ; this is still addictive fun. 





IT'S TIME TO GO PRO WITH THE NEW NHL® HITZ© PRO. FOR THE FIRST TIME “MICKLAS LIDSTROM 


AUTHENTIC NHL FEATURES DIE-HARD HOCKEY FANS DEMAND HAVE BEEN 
COMBINED WITH MIDWAY SPORTS TRADEMARK FAST AND FURIOUS 
GAMEPLAY, DELIVERING AN ALL-NEW NHL HITZ PRO EXPERIENCE 
DIFFERENT FROM WHAT YOU'D EXPECT FROM HITZ 
AND DIFFERENT FROM WHAT YOU'LL GET WITH 
ANY OTHER HOCKEY VIDEOGAME. 
™ NEW 5-ON-5 AUTHENTIC NHL ACTION 
™ NEW TOURNAMENT STYLE ONLINE PLAY* 
™ NEW WRAPAROUNDS AND DEFLECTIONS 

REALISTIC 3D REACTIVE CROWDS 

NEW PRO-STYLE ANIMATIONS 


| EVERYONE 


Violence 


PlayStation.e 


NINTENDO 


CONTENT RATED BY BROADBAND ONLY 
| = 5 = 3 senneinenaneerennsnntarevannrenneranonent ai GAMECUBE. 


® 
ine feature avaliable ont on on ing PlayStation computer entertainment system. veined 
® Hitz® PI Entertainment Inc. HITZ is a trademark of Mii Home Entertainment Inc, MIDWAY and the Niiay logos are trademarks or fegistrea trademaris of Midway Amusement Games, LLC. Used by pais NHL and the NHL Shield are registered 
omarks of the Nationa nal Hockey teu Al i pe and marks and team logos and marks dept ted herein are the property of the NHL a nal respective teams and may not be reproduced without the aT consent of NHL Enterpris @ HL. All rights reserved, © 
PA; Officially Licensed Product of the National Hockey League payers. Associa ion, National Hockey League Players’ Association, NHL PAG nd NHLPA Logo are trademarks of the HEPA and are used, under license. as ae e Entel ine Developed by Next evel Games Inc. 
eis a trademark of DaimlerChry Ohi py eau and is used und er license by ici Home Entertainment Inc. DaimlerChrysler Corporation 2003. TM, ®, and the Nintendo GameCube logo are trade rademarks of fin ado. “PlayStation® and the ‘PS’ Family logo are registered trademarks of 
Co jomputer Entertainment Ine. line play requires internet connection daptor forPlayStation 2 (sold separately). The online icon is a trademark of Sony Computer Entertainment America Inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks 
icrosoft Corporation 





YOU ARE 
THE ULTIMATE 
YOU are 


Arnold Schwarzenegger 
as the unstoppable Terminator. 











Fight from both sides of this a 
catastrophic conflict, battling to 
protect mankind... or eliminate it. 


movie cast, T3™: Rise of the Machines™ 
is the complete Terminator® experience. 





Terminator® 3: Rise of the Machines™ © 2003 Atari, Inc. & IC Video LLC. All rights reserved. Developed by Black Ops Entertainment. Developed by Paradigm 
Entertainment. Terminator® used under license. TM © 2003 IMF Internationale Medien und Film GmbH & Co. 3 Produktions KG. ;’PlayStation” and.the,PS Family 
logo are registered trademarks of Sony Computer Entertainment Inc. Xbox ™ is a registered trademark of Microsoft Corporation inthe United States-and/or other 
countries. Nintendo, Game Boy, Game Boy Advance and the Official Seal are trademarks of Nintendo. © 2001 Nintendo. The Ratings icon is a trademark of the 
Interactive Digital Software Association. All other Trademarks are the property of their respective owners. Manufactured and marketed by Atari, Inc. New York, NY. 


Visit www.esrb.org or § 
call 1-800-771-3772 
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Flaming Fur Ball or Radioactive Rabbit? Choose your 
weapon wisely or you and your fellow fugitive will be 
forever subjected to a life of twisted animal testing. 
Shackled together, Spanx must use the indestructible 
Redmond as a weapon of mass destruction and tool for 
escape from an evil corporation. 








° Flaming Fur Ball 

° Bunny Grinder 

* Radioactive Rabbit 
° Bunny Fuse 

* Hare-sicle 

* Electro Static Rabbit 
° Hungry Bunny 

* Hare Glog 

* Tug-0-Rabbit 

* 10 Ton Bunny 

* Bunny Cannon 

° Helium Bunny 

° Hyper Hare 

* Stuffed Rabbit 


* Chocolate Bunny et etc 
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crystal Dyni 





Dip Redmond in toxic waste to poison 


enemies, electro-charge him to zap 
attackers and more! 


Demolish everything in the lab from 
security cameras to test equipment. 


Knock out the evil lab staff with 
loads of attack combos. 


, “Side-splitting and hysterical, 


Whiplash is a blast to play!” — PSE2 
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Beyond madness, beyond evil, 
and a master in the deadly arts of war, 


the mastermind Sin Tzu is driven by a lone desire - to conquer. 










Sin Izu, cunning master of strategy and 
martial arts, makes history as the first 
8atman character to debut in a videogame. 


Play as Batman, Robin, 
Batgirl, or Nightwing. 










AEB : Replay previous conquered 
wr to oa your previous score or go up against 
a friend in Survival of the Fittest or Token Monger 


: Play solo or multiplayer game modes. 


recruit a etter to defend Faas City from the DISPOVERST J EAORIGINEER SIN. C2 Uuete 


new rising evil. BATM 














Sin Tzu 
designed by 
comics legend 
Jim Lee 
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GET IN GEAR 


Lara lives in modern times, and she’s filthy rich — she would 
have some kick-assJames Bond-style gear. Weapons that go 
beyond standard pistols and uzis, and cool tools that intro- 
duce entirely new gameplay features. For Example: 


HEADSET W/CAMERA Keeps Lara in contact with her support team 
back at Croft Manor. (Of course, the deeper she explores, the more relay 
boosters she'll need to leave behind for the signal to reach the surface.) 


GOGGLES Help Lara see in low-light situations, as well as in infra-red. 
They can also display a direct feed from wireless cameras. 


MAV UNITS “Micro Air Vehicles” could be used to scout up ahead, link- 
ing directly to Lara's goggles to give her a bird’s-eye view of an area. 


EXTRA GEAR Extra flares, shells and more kept on backpack straps. 


SPORTS BRA Shouldn't Lara dress like an athlete? This matches the 
Style of Lara's familiar tank top, but makes much more sense in a real-world 
environment (where did she get that old blue shirt, anyway?). 


BIG KNIFE Good for cutting down tall grass, jamming a trap, fending off 
a wild animal and loads more. This would be a very handy thing to have. 


PDA Packed with language translation software and a field guide with info 
on plants and animals that can provide Lara with clues. 


MULTI-TOOL Always a handy thing to have on an expedition. 


SWAT-STYLE GUN HOLSTERS A cooler, more modern update to 
Lara’s “wild-west” style holsters. These would keep guns packed in tight and 
secure, even while while Lara is spinning and flipping through the air. 


STOPWATCH Lara can use this to time puzzles, and set multiple alarms 
to help the player remember when to jump, flip a switch, etc. 


GPS GLOVE This will auto map for Lara, and comes complete with built- 
in compass. She can even use it to mark places on the map and take notes. 


GUN-MOUNTED LED FLASHLIGHT For exploring dark caverns, 
these types of lights come with near-unlimited battery power. 


OTHER COOL IDEAS Dust Brush, Grappling Hook / Rapelling Gear, 
Rebreather, Binoculars w/built-in Digital Camera, Flare Gun, Special Climbing 
Gloves, Different Pistol Rounds, Gun-Mounted Camera, Optical Camo Cloak 








ara broke our hearts. We waited 
for her — for years — because we just 


knew that when we met again, things 
would be different. Tomb Raider would feel 
fresh — innovative features would take the 
series to new heights, and longtime problems 
would finally be fixed. But promises were 
broken. Tomb Raider’s PS2 comeback was yet 
another unimaginative and repetitive rehash. 


That's where we come in. Here at PSM, 
we're tired of groaning about this series 
that we used to love, so we're doing 
something about it. We're taking all 
those “what if” lunchtime conversa- 
tions we've had and putting them to 
good use. Consider this an open letter 
to the folks at Crystal Dynamics, who 
have inherited Tomb Raider now that 
the series’ creators have run it into the 
ground. If nothing else, we hope that 
this feature will get them, and you, to 
brainstorm grand ideas to make Lara 
the Queen of PlayStation once again. 


Point 1: 
A Sense of Wonder 
Strip away all the fancy trimmings and 
what is Tomb Raider at its very core? 
Exploration and action. Notice that we 
put “exploration” first — good action is 
important, but there are a million games 
where you get to shoot things up. The 
real magic in the Tomb Raider formula 
should come from that intangible sense 
of wonder, when you have no idea what 
amazing thing you'll uncover next. 

In the past Tomb Raider games, 


Most stages were just re-shaped ver- 
sions of the same basic structure, only 
with the platforms, switches and doors 
moved around. This makes the game- 
play too easy to predict — Lara just 
goes through the motions, going from 
familiar point A to point B, C and so on. 
To make exploration fun and satisfy- 
ing, the game has to constantly throw 
new and unexpected elements at the 
player — the game has to make the 
player believe that anything could hap- 
pen at any time. The developers have 
to step up and deliver several knockout 
scenes in every stage. Think back to the 
beginning of the movie Raiders of the 
Lost Ark, where Indiana Jones solves a 
puzzle to steal a statue, dodges several 
traps, swings across a pit and outruns 
a boulder — now that’s what this kind 
of adventuring is supposed to be about! 
That looks like fun! However, if Indy 
solved similar puzzles all the time, and 
outran boulders over and over, it would 
get stale — the magic would disappear. 
See what we're getting at, Lara? 
Once the basic gameplay elements are 
established, the designers need to really 
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STORYLINES 


As “out there” as Lara’s adventures can 
be, the heart of the story has to be some- 
thing that fans can relate to and under- 
stand (i.e, don’t bog the entire plotline 
down in Egyptian prophecies and 
double-talk). Give Soe Average 
Gamer” something to latch 

on to and care about; make 

him want to play the game 

again just to see how things 

progress. A lot of this comes 


down to good charac- Pio 


Y Even in the Tomb Raider 
movies, Lara remains a 
pretty one-dimensional 
character. Can’t she be more 
than just boobs and guns? 


terization — why do 
we root for Lara? 
Why do we root 
against the villain? 
Any plot, no mat- 
ter how seemingly 
outrageous, can 
be built upon uni- 
versal themes that 
everyone will care 
about. 





tch ij st kick ass? Now this is a Lara we'd love to go adventuring with. 


se PSM Makes the Next Tomb Raider 


mix things up from level to level to 
keep players wondering what amaz- 
ing thing they'll come across next. 
That’s creating a “sense of wonder’ 
Without it, exploration is just a story 
backdrop, not a fun, interactive part 
of the gameplay experience. 
Another key in bringing explora- 
tion back to the series is to make the 
player do things an explorer would 
do. Give Lara new tools and actions 
that make exploration and discovery 
an involving part of the gameplay. 
Build fun new play mechanics around 
equipment that explorers would 
really use. For example, have the 
player search for old markings, dust 
them off and translate them to get 
clues. Build puzzles into the environ- 
ment (for example, follow the flow of 
water to find an exit; have the player 
search for a well-hidden animal or 
plant). /mmerse Lara in her environ- 


ment. Challenge players to go off the - 


beaten path, then reward them for 
it. We mean really reward them, with 
cool, unique discoveries. Put in plenty 
of secrets and mysteries to unfold. 
Really, a big part of the satisfac- 
tion that comes from playing the 
game could simply come from “clear- 
ing” more and more areas of the map. 
Similar to Nintendo's Metroid games 
and Konami's more recent Castlevania 
titles, Lara could have a hi-tech, 3D 
mapping system where rooms light up 
green once she’s discovered them and 





A New ideas, like the goggles, glove-mounted GPS and gun light, ; 
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cleared them of all threats. A con- 
stantly increasing “level clear” per- 
centage is a good way to compel the 
player onward. It’s nothing really new, 
but it would work very well here. 


Point 2: Level Structure 
Although a “whole world” RPG-style 
approach is tempting (where every 
tomb is connected by villages, lands 
and jungles to run through), it’s 
probably best to stick with the basic 
“level-to-level” structure. Tomb Raider 
is about exploring exotic locations, 
and there really isn’t much that’s 
compelling about trudging through 
the mundane to get there. 

In between levels we'd like to see 
Lara return to Croft Manor to check in 
with her support team, read whatever 
intel she’s got on her next site, and 
choose the equipment to take with 
her. (She wouldn't be able to take 
everything along — picking just the 
right adventuring gear for a level 
would create a nice bit of strategy.) 
This break in the action would also be 
a good opportunity to keep the story 
moving through cinema sequences 
and in-game dialogue. 

Each location needs to have its 
own unique visual style and personal- 
ity; they each need to offer different 
challenges and wonders and make 
the players think and play in different 
ways. Each locale also needs its own 
story and history. As Lara works her 
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PSM Makes the Next Tomb Raider 
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way through a level, solving its mys- case sensitive — that is, the same but- 
teries (such as what happened there tons should trigger different actions 
centuries ago) would provide com- depending on the player’s current 
pelling subplots, and could give the situation. By streamlining the controls 
player clues about how to progress. this way, Lara would be easier to 











LARA’S NEW HOME 


After the disappointing Tomb Raider: Angel of Darkness, Eidos, the 
game's publisher, took the franchise from its creators at Core Design 










Finally, the weather could provide handle, and buttons would be freed and gave it to Crystal Dynamics. Crystal, which makes the Legacy of 
much more than cool visual effects. up to handle other new tasks. Kain games, has a very close working relationship with Eidos that can 
Think of the possibilities: unique only help the Tomb Raider series. Will they be the ones to finally put 

gameplay elements and challenges Point 4: Combat Lara back on top? One thing’s for sure, they can create much better 


could be built around severe wind, Remember when shooting two guns at character models. Have we seen the end of “Stick Figure Lara?” 
extreme temperatures, flooding, bliz- once was the coolest thing ever? Now 
zards, fog, etc. Metal Gear Solid 3 will that the idea has been run into 
be exploring some of these ideas the ground, Tomb Raider really 
— why didn’t Tomb Raider do it first? needs some cool new ideas to 
spice up combat. Capcom’s Devil 


Point 3: Control May Cry did a great job of mak- 

The Tomb Raider series has long suf- ing gunfights cool again — it’s been 
fered from clumsy, unintuitive controls ripped off a dozen times already, but 
that have cost players zillions of it’s still worth taking a look at. 

lives. And, you know what? There's Lara is a thrillseeker that lives for 
absolutely no excuse for it. Even if that rush of adrenaline — otherwise, 


the designers couldn’t come up with why else would she go on all these 
better control schemes themselves, all adventures? She's like the “explorer” 
they had to do was look at Nintendo’s version of an extreme sports nut. So 


Zelda series and Sony’s Ico, both of we could see her really getting into 
which have have innovated and taken the gun battles, maybe even crack- 
dungeon exploring to new heights. ing a smile or winking at an enemy 

| don’t mean to infuriate hard- she’s got the drop on. Lara has been 
core PS2 gamers by further praising missing that “spark? that intangible 


Nintendo, but there are so many ele- vibrancy, while in action. She’s been Oates 


ments in the Zelda games that make very stiff, hasn’t she? Lara renders we've always 

perfect sense for Tomb Raider. The So, we figure it makes sense to seen. It looks like the Tomb 

ability to assign tools and weapons look at something like S5X’s trick Raider series will have a much 

to hot keys for quick access, brilliant system as an incentive for the player ten ewe poisit te 

, ‘ * m from now on. 

auto mapping, silky smooth analog to attempt cooler, more difficult moves 

control... the list goes on. with Lara — pull the moves off, and 
Lara’s controls need to be more you would build up a kind of “thrill/ 
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Welcome to Middle-earth. 
The journey begins this fall. 








OFHIT CLARY GANE 


BASED ON THE LITERARY WORKS OF J.R.R, TOLKIEN 


www.lordoftherings.com 


UNIVERSAL 


“WAR OF THE RING” INTER- 

ACTIVE GAMES © 2003 

VIVENDI UNIVERSAL GAMES, 
Blood INC, ALL RIGHTS RESERVED, 
THE TOLKIEN ENTERPRISES 
LOGO, TOGETHER WITH “THE 
LORD OF THE RINGS,” “WAR 
OF THE RING, AND THE 
CHARACTERS, EVENTS, ITEMS, AND PLACES THEREIN ARE TRADEMARKS OR REGIS- 
TERED TRADEMARKS OF THE SAUL ZAENTZ COMPANY DBA TOLKIEN ENTERPRISES 
UNDER LICENSE TO VIVENDI UNIVERSAL GAMES, INC. VIVENDI UNIVERSAL 
GAMES, AND THE VIVENDI! UNIVERSAL GAMES LOGO ARE TRADEMARKS OF 
VIVENDI UNIVERSAL GAMES, INC, “SIERRA,” AND THE SIERRA LOGO ARE TRADE- 
MARKS OR REGISTERED TRADEMARKS OF SIERRA ENTERTAINMENT, INC,, IN THE 
U.S. AND/OR OTHER COUNTRIES. GAMESPY AND THE “POWERED BY GAMESPY” 
DESIGN ARE TRADEMARKS OF GAMESPY INDUSTRIES, INC. ALL RIGHTS RESERVED. 
ALL OTHER TRADEMARKS ARE PROPERTY OF THEIR RESPECTIVE OWNERS. 
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adrenalin” meter that would eventually super- 
charge Lara's abilities. This is really just an excuse 
to try dangerous stunts, cool-looking spins and 
behind-the-back shots, which would be fun to do. 

Also, more emphasis should be put on Lara’s 
jumping and tumbling abilities. She's an Olympic- 
level acrobat, and you've got to figure that there are 
cool new ways for her moves to be incorporated 
into combat. Let’s see some really crazy action! 


Point 5: Lara Croft 

On a basic level, Lara is a great character. The gen- 
der twist on Indiana Jones is a good hook, she's got 
an okay background story, lots of trademark visual 
elements, and hey, sex always sells. But... she’s ho/- 
low. There’s no depth, no /ife to her character at all. 
You don’t get any kind of emotion whatsoever from 
her movements or action. She even talks in a very 
prim, proper, emotionless monotone. She’s the main 
character, but she doesn’t seem like someone who 
would be very fun to hang out with. 

We're not saying that a videogame character 
needs to give an Oscar-winning performance, but 
she shouldn't be a stick in the mud. Using Devil 
May Cry as an example again, Dante twists, turns, 
and shoots like he’s really into it, like he’s saying 
“hell yeah!” right along with you as you press the 
buttons. Nintendo’s Mario also does a good job of 
emoting, with his exaggerated movements and his 
“vips” and “yahoos” as he flips around. 

In battle, Lara should have a devious smile on 
her face and a twinkle in her eye. She should move 
like she loves putting it all on the line, like she’s 
having fun “playing” with her enemies. She’s not a 
reckless character — she respects the danger, and 
she plans her adventures out meticulously. She has 
weighed the challenges in front of her and knows 


what she’s capable of. 
But it’s right there, on 
the edge of her abil- 
ity, between life and 

- death, that she truly 
eels alive. That’s what — 
makes her more than 
just a “female Indiana 
Jones” — whereas 
Indy’s motivation is his 
respect for relics and 
wanting to put them 
in a museum, the rel- 
ics are just trophies to 
Lara. It’s the getting of 
them that drives her. 
She lives for adventure. — 

Visually, Lara is in 
desperate need of a 
makeover. As you can 
see by our illustrations, 
we've got plenty of 
ideas about how Lara 
_ should look. While 
- developing our version 
"of Lara, we used three 
main guidelines: 

1. Make her look 
modern. Shouldn't Lara 
be decked out with 
cutting-edge hi-tech 

gear and gadgets? A 
filthy rich, thrill-seeking 
adventurer would have 
all the best toys. 

2. Make her real, 
Whenever you see a 
real-life model dressed 
as Lara, it becomes obvi 
ous how stupid her outfit — 
is. Her blue-green shirt is always some cheap thing 
cut out of plastic, and those gun holsters belong 
back in the wild west. We looked at real-life adven- 
turing and swat gear, and also athletic apparel. We 
also made her buff so she can pull off her moves. 

J, Reflect both exploration and action. We kept — 
her dusty shorts because they have that “explorer 
at a dig site” feel to them. We gave her a SWAT gun 
belt because it would keep her guns more secure. 
We then loaded her up with a nice balance of both 
adventuring gear and weapons. 

One thing that she really needs is a new char- 
acter model. Even the more detailed Lara, shown 
on game boxes and in magazine ads, just looks so... 
amateur. She's a stick figure with two big balloons 
in the middle. Even secondary female characters in 
mediocre games look more detailed and realistic. 





And another thing — it's always bugged us that 


the previous Tomb Raider development team would 
publicly downplay Lara’s sex appeal, then use sex 
to sell Tomb Raider in advertisements. They had this — 
weird guilt about it. We even had a former Tomb : 
Raider producer once claim to us that Lara’s breasts 
“were no bigger than the average girl on the street’ 
Come on, just admit that a part of Lara’s appeal 

is her sexy body, and go with it. Don’t half-ass it 

— just make her as sexy as can be. Fans love it. 


Wrapping Up 
Well, we ended up ranting a lot about what we 
think is wrong with the series, but we got a few 
good ideas in there. We're only this critical of the 
series because we still see so much potential in it. 
We'd love to hear your ideas, too — just send ‘em to 
the usual address in the Letters section. 

Good luck, Crystal Dynamics. You've got the keys 
to the Porsche — take it for one hell of a spin! [> 
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A The fate of Middle-earth rests, once again, in your hands. Lucky you. 
Fortunately, the Fellowship is now at your command — Gandalf, Aragorn, Legolas, 
Gimil, Frodo, and Sam are nearing their goal of casting the One Ring into Mount 
Doom and ridding the land of Sauron and his evil. Through epic battles, harrow- 


ing escapes, and, of course, gobs of lighting-fast melee combat, the Fellowship will 
achieve their goal — but only if you're prepared for what lies ahead ... 
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You didn’t know it (heck, we didn't know 
it), but PSM’s own Bill “Billbo” Donohue 
is a genuine Tolkien scholar. He's even 
taught a college class on The Lord of The 
Rings. Look for his insights throughout 
this feature — you just might learn 
something, even if you consider yourself 
a LOTR know-it-all! 





Gandalf's main contribution to 
the battle of Helm’s Deep was 
in his use of Shadowfax, the 
fastest of horses, to gather 

up stragglers and separated 
units and lead them to the 
battlefield at dawn, where their 
presence drove the orcs into a 
forest of Huorns, who were led by Ents. 
It was the Huorns who did most of the orc 
slaying in that battle. 
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Working with New Line Cinesna and 
director Peter Jackson’s talented crew, 
the art staff at Electronic Arts have been 
able to faithfully bring Middle-earth to 
life on PS2 — from its characters to its 
many memorable locales. Here's a look 
at one of the very first steps in cone SO: 
the conceptual design. 












PSM: First off, how about a little 
bit of background on yourself 

— favorite games and such? 

Neil Young: My past projects include 
The Two Towers, Majestic, Ultima 
Online, Wing Commander: Prophecy, 


Aladdin (Genesis), and a lot of others. 


Favorite Games? Right now I’m 
not playing much other than The 
Return of the King (ROTK), but | have 
checked out Madden, Knights of The 
Old Republic, and Zelda: Windwaker. 
Favorite games of all-time would 
be Metal Gear Solid 2, Final Fantasy 
Vil, Tempest, Star Wars Arcade, and 
Half-Life. 


PSM: What sort of feedback did 
you receive on the original game, 
and how has it influenced what 
you're doing with ROTK? 

NY: | think we were all delighted by 
how well received The Two Towers 
(TTT) was. We certainly worked hard 
to make it everything it could be. 
Nonetheless, there were a lot of 
things that we simply weren't able to 
get into The Two Towers that I'm sure 
everyone felt were missing — co-op 
play (a big one), using and affect- 
ing things in the environment, and 
the strange and alarming absence 
of Gandalf, Frodo, and Sam. We're 
always striving to build the very best 
game that we possibly can and so 
it’s been important to us to try to 
address these issues in The Return 
of the King. 


PSM: What did you personally 
feel could have been done better 
in The Two Towers (the game, of 
course) ? 

NY: | think that The Two Towers is a 
great game. It’s fun and focused, but 
| think we could have done a better 
job with the replay value and assur- 
ing that the game matched the epic 
nature of the films a little more. 


PSM: Sum ROTK up for us: what 
do you want players to take away 
from it? 


The Lord of The Lord 


An Interview with ROTK Producer Neil Young 


NY: “Live the Movie” — I'd hope 
that people come away from ROTK 
with this sense that they’ve entered 
the world of the films and had their 
senses bombarded. That they’ve 
been on a roller coaster ride of an 
entertainment experience that has 
made their eyes sore and their ears 
ache and that they're kind of shell- 
shocked, in the way that you're shell- 
shocked when you come out of an 
amazing film. 


PSM: With so many epic moments 
in ROTK, what would you say you 
favorite one is, so far? 

NY: The Paths of the Dead level 

has this sequence in it, after you've 
bound the King to your service where 
the entire level collapses around 

you as you run out. You're running 
through these caverns, everything is 
falling and you have no time to do 
anything but run. It makes you sweat. 
It’s very cool. 


PSM: Who's your favorite 
character to play as, and why? 
NY: Probably Legolas, just because 
he’s so fluid — Gandalf’s very cool, 
also. He has a shield that he can cast 
around himself and run through a 
sea of enemies destroying them all, 
which is very gratifying. 


PSM: Are there any particularly 
good character combos you’ve 
found for multiplayer? 

NY: Gandalf and Sam — stealth plus 
shield is a winning combination. 


PSM: How much of the game 
engine is all new — are we looking 
at something that uses parts of 
The Two Towers, or is this from- 
the-ground-up? 

NY: This is all new. There isn’t a single 
piece of code from 77T in ROTK. 


PSM: We're seeing the game doing 
things on a larger scale than the 
first, which was impressive for the 
time. Is this the result of better 


understanding the PS2, and how 
much more do you think you could 
squeeze out of it? 

NY: We definitely understand the 
PS2 better now than we did with 
The Two Towers. | also think that our 
decision to bring the game to our 
internal studio in Redwood Shores 
really gave us a leg up in terms of 
technology. The key feature of the 
PS2, especially for something like 
ROTK, is that it can do particle sys- 





NY: Lots of people from the films 
have been involved in the making 
of the game. We've video confer- 
enced and met with Peter to get 
his thoughts on the game and to 
understand his perspective on the 
films. We work very closely with 
Barrie Osborne (the film’s producer), 
Mark Ordesky (the film’s Executive 
Producer), and the folks at Weta 
(the visual effects company) to make 
sure that the game is as authentic 


“I'd hope that people come away from The 


Return of The King with this sense that they’ve 7 


entered the world of the films and had their 
senses bombarded,’ —Neil Young, Producer 


tems better than any of the other 
platforms. It’s really an amazing 
machine for supporting visual effects 
and we take good advantage of that 
in ROTK. 


PSM: How many people do you 
have working on the project, and 
how does it stack up with your 
previous games in terms of scale? 
NY: We don't specifically talk about 
the number of people on the project, 
but it’s a big team that is working 
very, very hard to deliver the best 
experience we possibly can for the 
players. In terms of scale, it’s the 
largest and most capable team that 
I've ever had the pleasure to work 
with — the people that we have 
working on this project are simply 
some of the most talented and 
passionate people that you will 

ever meet. 


PSM: Can you tell us a little about 
how the game will “coexist” with 
the movie? Will we possibly see 
characters or events that are in 
the books, but not the films? 

NY: The game focuses around the 
film, and in particular our story draws 
out the concept that Gandalf is the 
great architect of this war | think that 
when you appreciate that fact you 

go back and watch the movies with 

a new eye. 


PSM: Everyone loves secrets: any 
big ones in the game you can share 
with us? 

NY: We could tell you all of them, 

but we'd have to kill you. Here’s 

a small one... GIMLI: PAUSE + 4 
SHOULDERS + CIRCLE, CIRCLE, 
CIRCLE, X 


PSM: Has the movies’ director, 
Peter Jackson, been involved with 
ROTK’s production in any way? If 
so, what has it been like working 
with him? How about the rest of 
the film’s cast and crew? 


an experience as possible. We even 
brought in the whole stunt team for 
motion-capture and fightmaster to 
coordinate the action so that 

we could be as close to the films 

as possible. 


PSM: Working with such a beloved 
property, do you every feel the 
pressure to not “let down” the 
countless LOTR fans out there? 

NY: Yes, very much so, but | don’t 
think that we'll let anyone down. 
Everyone on the team is dedicated to 
do the very, very best. 


PSM: Where do you go from here? 
With the movies wrapping up this 
December, do you see a future for 
games based in the LOTR universe? 
NY: After this, we'll be starting on a 
game called /LOTR] Trilogy for release 
next fall. My sense is that it will feel 
as epic as they come. 


PSM: If you were to produce LOTR 
games beyond that, what would 
you like to do with them — what 
direction would you like to take? 
(Please don’t say LOTR Kart!) 

NY: I'd remake the films shot-for-shot 
where every sequence from the film 
is represented in gameplay. 


PSM: With games such as Final 
Fantasy XI on the horizon and 
EverQuest Online Adventures 
already out, might we see a 
massively multiplayer online LOTR 
role-playing game from EA? 

NY: Anything is possible. 


PSM: Final question — if you 
gained possession of The One 
Ring, would you keep it or cast it 
into Mount Doom? 

NY: | feel like | already have the Ring 
of Power. My job is to carry it faith- 
fully to Mount Doom, not get cor- 
rupted by it, so you and your readers 
can have it on November 4. As | write 
this, it’s getting heavier and heavier... 
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The RETURN of the KING 






In this stage, San, Frodo, and Gollum are alerptine to escape during a raging battle © 
between humans and orcs — all while a Nazgul (a Ringwraith on a flying creature) 
circles overhead, destroying parts of the city in his search for the One Ring. 






If you don’t seek (and find) cover quickly, the menacing Nazgul will catch Sam, Frodo, The ~ cneniay is viewed from serene camera angles, but, just as in games ach as s ICO, 
and Gollum, and the stage will end — and certainly not on a good note. the camera pans smoothly to provide the best view of the action. 


Mt le ae 4 


Decors, decisions: In Osgoliath, you have to choose The “good guys” have bigger things to worry about When push comes to shove: all of the characters have 
whether to fight (and ceigne! or run (and survive). than Hobbits. You'd best steer clear of them... the ability to shove enemies away or off ledges. 





The game's intricate architecture really shows itself when | 
Sain leads Frodo and Gollum into Osgiliath’s inner areas. 


There is no mention of Shelob 

| stages in : ¢ ense ws just hov having any hatchlings. She was 
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The RETURN of the KING 





EA saved the biggest surprise for LOTR fans or ." 
last: online cooperative play — and PSM is the ¥ 
first to playtest this exciting new feature! __ 


electable from the game's main menu, the 
online mode is essentially the two-player 
offline co-op game, only you're able to play 
with another person anywhere in the U.S. 
Getting going is simple: using a lobby system similar to 
EAs sports titles, you can chat with fellow ROTK play- 
ers and find someone to buddy up with. From there, 
it's as seamless as if you were both sitting right next to 
each other — a fact that’s helped by support for the 
various USB headset microphones on the market. 

You can speak to and hear your partner at any 
time during gameplay (keep in mind, this feature 
only works with broadband connections) so shouts 
of “Where are you? | need help!” and “You jerk, 
you took my health!” are just as much a part of 
the experience as if you were playing offline. The 
feature is also helpful for coordinating strate- 
gies against bosses; you can tell your buddy to 
distract the King of The Dead, for example, while 
you attack him from behind. 

Hosting games is simple, but you can only host 
levels you're already beaten in the offline modes. 
Thus, the most popular players online will be the ones 
who've fared well at the offline game. All of your 
characters’ powered-up stats and moves also carry 
over into the online domain, so newbies can team with 
advanced players to learn the ropes. 

3 ROTK’s online mode will support both broadband and dialup connec- 
tions, but, as mentioned before, headset support only works via broad- 
band. EA is also including win/loss rankings and other features to this 
mode for bragging rights’ sake. 























THE BOOKS trilogy and every- 
The best starting point, thing Tolkien. ee 
obviously, are the books THE te 
themselves. They're hefty NGUAGES 
tomes, but reading them i ish | 
is the only way to truly get red You might nat kncu i. 
eda sales — it but SRR. Tolkien 
een the movies, played the nce. Plus, you'll also be THEONERING.NET actually created 


first game, and want to know able to go back, watch the 
nae ee the very wide movies, and spot all of the 
world of The Lord of The changes that Were made 

Rings? Here are some LOTR resources _‘0F the adaptation. 

to help you get started (or brush up) 

on all things Tolkien. 


There are a lot of LOTR several complete languages 
resources online, but this and alphabets for The Lord of The 
is our favorite. It contains Rings. You can read more about all 
news, rumors, informa- of them (it's fascinating, really!) at 
tion, and more on the film | www.langmakercom/ml0108.htm 
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LEGENDS, CHECK. 


ELIMINATION CHAMBER, cHEck. 


BRA & PANTY MATCH, HELL YEAH. 
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HOT GAMES 


Don’t waste a second; 
turn on over to these 
big games NOW! 





b DA. x 


A Strike up a conversation with fellow warriors. 





A Even bats are tough when you first start out... A There are plenty of colorful NPCs in each city. 
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<< FINAL FANTASY XI HAS FINALLY 
LANDED IN OUR OFFICES >> 


Oo hk 


GAME INFO Zs PUB SONY CEA | DEV SQUARE ENIX | REL DATE WINTER 2004 | TYPE MMORPG | ESRB RATING TEEN 


t’s been a long time 
coming, but the beta 


kit for the long awa 


Final Fantasy XI has 


finally landed in our 


offices. Needless to say, 
we immediately ripped 


open the package and 


jumped headfirst into the 


world of Vana’diel. 


The only thing that slowed our 
progress was the necessary instal- 
lation of the PS2 hard drive (HDD) 
and software, but it was all pretty 
straightforward. And, after an hour or 
so of downloading various updates, 
we were able to take our first steps 
into the game. Fortunately, you need 
not be worried, as the finished version 
of FFX/ will get gamers off to a much 
quicker start. The installation process, 
based off our experience with the 
released Japanese version, actually 
only takes about 40mins. That’s not 
bad at all considering the sheer size 
of the game and the fact that you 


never have to use the game 
disc again. 

After logging on, you'll 
first be tasked with creating 
a character from one of five 
different races (see boxout) 
and then adjusting their 
different physical traits. 
Players will be able to alter 
everything from hair color 
to their country of origin 
and everything in-between. 
You'll then be dropped 
into one of the three main 
regions: the Republic of 
Bastok, the Kingdom of San 
d’Oria, and the Federation 
of Windurst. From there, 
your adventure begins. 


The Story Unfolds 

While storylines in most online-only 
RPGs are generally minimal, FFX/ 
presents a rather decent one. It still 
might not be up to the epic caliber 
established in past titles, but it defi- 
nitely works. Basically, “twenty years 
have passed since the Great Crystal 
War, when the forces of darkness 
gathered and evil threatened the 
peaceful kingdoms of Vana’diel. An 


ited 


> Combat is not that similar to past Final 
Fantasy titles, but still has a decent level 
of depth to it. Most aspects are handled 
automatically, though. 





alliance was formed to rid Vana’diel 

of the evil — but after a narrow 
victory, the threat has returned. As 
the beastmen organize their forces 
and make their advance towards 

San d’ Oria, Windurst and Bastok, a 
desperate call goes out to adventurers 
around the globe for help” And that’s 
where you come in. 


Party Time 

While adventurers can certainly go 

off alone and explore the world, the 
true fun and main focus of the game 
is in creating parties. By inviting other 
players to join with you, you're able to 
create a group of characters that has a 


WWW.p iui 


wide range of abilities. That, especially 
in the long run, can greatly improve 
your odds in battles and help to level 
you up more quickly. 

Unfortunately, only a total of six 
characters can be grouped into one 
party. However, the game does allow 
you to create alliances with up to two 
other parties, effectively creating a 
mini-army of 18. We haven't encoun- 
tered any creatures that would require 
that much of a force to take down, but 
we're sure some exist. 


Fighting Frenzy 
Combat always has — and probably 
always will — play a very important 
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While most of your initial journey will be on foot, other forms of 
transportation will eventually become available. From the classic 
Chocobo to massive airships, you'll be able to travel from one part 
of the world to another rather quickly once you locate them. 











role in the Final Fantasy universe. 
That’s especially true in FFX/, where 
defeating enemies is the best way to 
gain experience and gain new items. 
However, fighting in this game isn’t 
quite what fans of the series are used 
to. Rather than random battles that 
pop-up constantly, you'll be able to 





Where creating a character, players 
will be able to choose from the 
following five races to customize: 





choose who and when you fight. 

When you see an enemy, you 
simply select the option to attack and 
your character will do exactly that, 
based on your stats and equipped 
weapon. You can also choose to 
perform magic or use an item in your 
inventory, if you want. However, there 
are no real turns to speak of. Your 
character will automatically continue 
to attack until either they or their 
opponent is defeated. Obviously, you 
can run away whenever you want, 
but some of the more powerful 
enemies will actually attempt to 
chase after you. 


Brave New World 

There's no denying that the world of 
Vana’diel is huge. In fact, it might be 
the largest game world ever created, 
with more than 100 unique locations 


> This arrow 
icon indicates 
which character 
or creature you're 
currently locked 
onto for speaking, 
|. trading, attacking, 
and more. The D- 
pad cycles targets. 


4 The world of Vana’diel is so large that you 
can easily spend hours just exploring the 
town you start in. 


to explore. We've only begun our 
journeys, but have already been 
witness to vast mountain chains, 
endless mines, giant forests and 
beautiful rivers. It seems you could 
spend months exploring and still only 
see a fraction of the landscape. The 
further you travel, the more amazing 
everything looks. 

Adding to that vastness is the fact 
that Vana’diel is a truly persistent 
and real world. Days change into 
nights, rainstorms turn into fog, and 
snow falls. Practically everything you 
can see on Earth you can see in this 
game, but not necessarily the other 
way around. 


A When you first start the game, you'll be 
able to create your own unique character 
and adjust various physical traits, like size. 





4 You can pick up supplies and weapons 
from the local merchants. Keep checking 
back as their stock continuously changes. 


Only The Beginning 

We've only barely touched the surface 
of what FFX/ looks to offer, but are 
eager to explore the vast world in 
front of us. There are so many sights 
to see, people to meet, and places to 
travel to. Over the next few months, 
we're going to take you on a journey, 
as we continue to reveal the mysteries 
of Vana’diel. Just get those walking 
shoes ready... it's going to be a long, 
but extremely fun, trip. stePHen FROST 





> Se Se & Ss 
A From rivers to mountains, there is plenty 
of geographical eye candy to take in. 


Just from the beta, we know that RPG fans 
are going to love the extremely vast world. 





An up-close look at 
the game in action 


4 Despite there 
only being five 

) basic bady types, 
there is a fair 
amount of cus- 


¥ The game 
interface can 
be customized 
with different 
“skin” styles 
and layout 
settings. 


tomization you 
can make to your 
character's looks. 


~ ems Group 
‘ © WolfPack 


SSeS 
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yon ly, 
Baty 


bays Nara 





to 8 


A Your quarry in the game ranges from small, raptor-like lizards x 
to the really big boys! Break out the elephant gun! 


MONSTE 


HUNTER 


pbb 


Become 

the hunter 
you've always 
wanted to be 





irst revealed to the public 
at the 2003 Electronic 
Entertainment Expo, 
Capcom’s Monster Hunter 
has been a relatively quiet 
player over the following months, 
but not any more. Developed by the 
same team responsible for Devil May 
Cry 2 and the upcoming Resident Evil 
Outbreak, the hush-hush online RPG 
has already become one of the most 
anticipated PS2 titles of next year. 
Allowing up to four players 
to simultaneously battle it out at 





A You'll have to set up camp in order to have as place to rest and 
cook your food at the end of the day. 





once, Monster Hunter sounds pretty 
ambitious. Its real-time battle 

system and limited experience point 
progression follows the same patterns 
as similar online action/RPGs, but it’s 
the title’s other aspects that make this 
one stand apart. 

For starters, not only will players 
be able to improve upon their base 
camp and hunt various dinosaur-like 
creatures for healthy bounties, they'll 
also be able to go fishing in their 
off time. The storyline is planned 
to be much more detailed than the 
examples of the 
genre, and users can 
follow its progression 
both online and off. 
Guilds, customizable 
characters, and a 
host of different 
weapons types also 
populate the spec 
sheet, and online 
connections can only 
be made via the 
broadband adapter. 

What really 
has us intrigued, 


TIS aug PUB CAPCOM, | DEV CAPCOM | TYPE ACTION | REL DATE 2004 | MAX PLAYERS FOUR (ONLINE) | ESRB RATING PENDING 










A This isn’t the best place to be at the 
moment. These dinosaur-like monsters defi- 
nitely resemble Raptors. 





actually go down to the local pond and fish 
for your dinner. 


however, is the purportedly advanced 
Al. Each and every dinosaur-like 
monster will have an intelligence 

of its very own and behave just 

like a real animal. Hunting in packs, 
returning to favorite watering holes, 
and other such mannerisms are just 
a few examples of what the team has 
planned, and some creatures may 
even battle it out with other monsters 
in fights for territory. Sounds cool to 
us! JEREMY DUNHAM/STEPHEN FROST 
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This is one of our most anticipated titles of 
the coming year. 
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All-star Power-ups 






: Sons of NBA stars — like Shaquille 
O'Neal, Tracy McGrady, Yao Ming, Kevin Garnett, Paul 

Pierce and Dirk Nowitzki— for the hottest hoops game 
on a 1 ad 2 cong entertainment syste LS, 
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A Raziel has always been a total bad-ass, 
and he’s even more of one in this game. Just 
wait until you see the situations he gets into. 


A His TK powers might not 
be as powerful as Kain’s, but 
Raziel is definitely no slouch in 
that department. 


PUB EIDoS | DEV CRYSTAL DYNAMICS | TYPE ACTION | REL DATE NOVEMBER | MAX PLAYERS ONE | = 
— — — — - — - = 


~ GAME INFO SRB RATING PENDING 
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A It might be a page out of Dante’s book, but 
= there's no denying that air combos add a lot to a 
: <= combo system. Throw in the charge attacks and 
7 you have a deeper fighting system than practi- 
* cally any other action title out there. 





LEGACY OF KAIN: DEFIANCE 


We take a few steps further into the dark world of Nosgoth 











hile full of promise 
and potential when 
we first saw it earlier 
this year, the latest 
Legacy of Kain game 
has definitely come together over the 
last few months. Most certainly due 
to the determination and hard work 
of the development team, Defiance 

is looking to take the series to new 
heights and, hopefully, to an even 
larger audience. 

Thanks to a playable demo, we 
were recently able to take the game 
for a serious spin and definitely came 
back impressed. Granted, there are 
certainly plenty of areas that still need 
to be ironed out, but the majority of 
our experience felt very solid and fun. 








A The number of enemies you'll face has 
been significantly increased. You'll rarely 
have one-on-one encounters. 


This was especially true of the combat 
system, which has become quite deep, 
but still feels wonderfully intuitive. We 
loved being able to knock opponents 
up into the air and then combo them 
with a large variety of attacks. 

The visuals, themselves, are some 
of the best for this genre and feature 
a greater amount of detail than was 
seen in the past titles. Puzzles, on 
the other hand, seem to have been 
reduced, yet seem to make more 
sense within the context of the game. 
The storyline doesn’t feel so convo- 
luted either, thanks to a tighter focus. 

Now, some of you reading this may 
begin to feel that the series has just 
been put through a mainstream cookie 
cutter and that the hardcore fans are 
being left out. The amazing thing is, 
fortunately, that’s not true. Defiance 
seemingly manages to retain the core 
aspects of what made the series suc- 
cessful, but also introduce many new 
features. And, in this editor’s humble 


This should easily end up as the best Kain title 
yet and appeal to even more gamers. 



















opinion, it was the right direction to 
take. If everything can indeed come 
together, then there’s no reason why 
this sequel won't end up as the most 
memorable and successful of the 


> Kain 
series. At the least, though, it’s going is more 
to be something that most gamers powerful 

than ever. 


will want to sink their teeth into. We 
certainly can’t wait to. STEPHEN FROST 


CSS. 
TK Combo : 


With the addition of Telekinetic abilities, the number of attack 
combinations you can perform becomes far greater. Just a simple 
move, like bringing a enemy toward you with TK and then sucking 
i tatsiigm o) (olele Fal (ole) <a eole) 8 


Why go through all the hassle of grabbing someone and then biting down on their 
(probably unwashed) neck? With powers like this, there’s no need to worry about that 
embarassing ring around the fangs. 
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A It may be a standard thing, but numerous 


new dunks have been introduced this year. 
the slam eae 


ully integrating the 

ESPN license, ESPN NBA 

Basketball will go the same 

route that its NFL cousin 

did earlier this year. Score 
tickers, plays of the week, profes- 
sional voice-overs, and a believable 
broadcast-like atmosphere should 
help carry the illusion of reality 
even further; while the overhauled 
visuals and enhanced sound should 


4 New cloth physics ensure that uniforms 
move and sway in a realistic way. 


Sega takes itup a 








come as a breath of fresh air to 
demanding graphic hounds and 
picky audiophiles. The images 
especially should take the bas- 
ketball series to a level that it hasn’t 
previously enjoyed. 

But the aesthetics are just the tip 
(off) of the iceberg. Sega’s hoopster 
should also boast one of the deepest 
and most realistic franchise modes in 
all of videogames. Up to 30 human 


psn manage the teams of their 


Obert choice on a single save and 
ee “the trading intelligence of the 


The franchise mode is sure to be a hit. The 
improved visuals are great, too. 
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hile we won’t be 
seeing Legends on 
store shelves for 
quite a while, we 
couldn’t help but run 
these new and exclusive screens of 
the Activision/Raven Software collabo- 
ration. The game continues to make 
considerable progress every time we 
see it and we think it’s going to end 

up as a very deep and compelling 
RPG when it’s done. The focus on the 
X-Men may surprise some gamers, but 
we're glad to see superheroes finally 


Since Raven Software is developing this title, 
we're very excited to see more. 








players can take control of and 


computer is far more believable. 





4 The eciniea particle engine means that exglidons 
and fire are going to look even more impressive. 


SPY HUNTER 2 


PSG PUB SEGA | DEV VISUAL CONCEPTS | REL DATE OCTOBER | TYPE SPORTS | MAX PLAYERS FOUR | ESRB EVERYONE 


The resemblance of the player faces to their 
life counterparts is uncanny. Can paver 

















Of course, the online features 
have been expanded as well 
and should offer a multitude of 
different modes for those of us 
always looking for something 
new. Definitely look for our 
updated impressions and full 
review of the final product in 
next month's issue. 

JEREMY DUNHAM/STEPHEN FROST 


A Along with the old forms, 
two new transformations have 

been added to the Interceptor’s 
awesome arsenal. 





enter a genre that’s typically filled 
with knights and dragons. 
STEPHEN FROST 


A Storm lets Blob have it with one of her 


elemental attacks. Will it finish him off? 
S we near Spy Hunter 2’s 


release date, Midway 
was nice enough to come 
by the PSM offices and 
drop off the latest build 
of the game. When compared the 
last version we saw, it’s easy to see 
how much the game has improved. 
Developed by the same studio that 
created the awesome Midnight Club 
II (Rockstar San Diego), SH2 features 
a rather intricate physics system and 
more particle effects than you can 





A Many of the environments are heavily 
detailed, with certain advantages based on 
where you’re currently standing. 


A Cyclops has far greater attack range, 
thanks to his optic blasts. 
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count. Every aspect of the predeces- 
sor has been upgraded, allowing 

for a greater level of visuals, cooler 
weapons and enemies on-screen. 
Fans of the series are definitely going 
to want to climb into the Interceptor 
once again. STEPHEN FROST 





Action fans are going to love the new 
weapons and vehicle forms. 
















When it comes to singing, you may already be a winner. Find out with the 
first karaoke video game that actually judges your vocal talents. Karaoke 
Revolution” turns you into a star and your PlayStation?2 into an interactive 
















PLAYSTATION'2 


karaoke machine, complete with scoring, training and a built-in audience. AKARAOKE 
_ MACHINE 
Sing along with 35 hit songs, including chart-toppers popularized by ie « 


Michelle Branch, R.E.M., Avril Lavigne, Nickelback, Barenaked Ladies 
and more. It's the ultimate party game with multiplayer for up to 8 of your 
friends, so step up to the mic and discover how well you carry a tune. 
And just how much fun agony can be. 
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A The variety of locales is definitely high, with missions 
taking place in every kind of terrain and facility, from 
boat yards to train depots. 
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ST RECON: JUNGLE ST 


Now online and faking no prisoners 





ore than a few folks 
would agree that 
Ghost Recon failed to 
satiate gamers’ thirst 
when it was released 
last year. The single-player game was 
competent enough, but the lack of 
online play — one of the series’ more 
attractive features — kept the game 
from reaching the cult-like status it 
gained on some other black and boxy 
console. Thankfully, that’s all about to 
change, and not a moment too soon. 
Ghost Recon:Jungle Storm will 
be a broadband-only (DSL, Cable, 
Tl, etc.) online experience, but for 
good reason. Outside of supporting 
16 players online simultaneously, the 
game will also feature real-time voice 
communication with other players. 
And considering the squad-based 
tactical nature of the game, the 
ability to communicate with other 
players becomes a necessity rather 
than a luxury. 





The headset/voice support also 
paves the way for another one of 
Jungle Storm’s more notable features: 
voice commands. Not unlike SOCOM, 
your Al teammates will respond and 


a. 
Wet & Dry 





react to roughly 160 distinct 
vocal instructions. We don’t 
have specifics just yet, but expect 
command variations on location, 
weapon, and teammate to help 


You'll have to be ready for a large variety of environments in Jungle 


Storm. Players will end up wading through countless rivers and making 


their way across dusty plains and deserts. 


Combat ops can take place in any kind of weather, although most seem to take place 
in some very inhospitable climates. You'll fight in cold streams and hot, desert sands. 
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0 fe Mi take out opponents from a 
great distance. Just don’t 
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A With stealth on your 
side, you can generally 


let them see you. 





create this surprisingly large 
number of orders. 

If Ubi Soft stopped here with the 
online features, we'd be more than 
content. But fortunately for us, con- 
tentment isn’t good enough for our 
pals at Ubi. With a four-player online 
co-op mode, detailed per-user stat 
tracking, international online play, and 
a number of scheduled tournaments, 
it’s pretty obvious that Jungle Storm 
cares little for subtlety. 

But let’s not forget about the 
single-player campaign in the game; 
Jungle Storm includes every Cuba- 
based mission and map (single 
and multiplayer) from the recently 
released Xbox-only /s/and Thunder, 
and then throws an entirely new 
Colombian campaign on top of that, 
effectively doubling the number 
of campaign maps to 16, and the 
multiplayer maps to 31. Of course, 
also expect the usual assortment of 
tweaks and upgrades to graphics, Al, 


do something 
with 






Online Stats 


16 Players 
Broadband Only 
4-player Co-op 
Voice Chat 
International Play 










This will be the ultimate Tom Clancy experi- 
ence on PS2. 













and the user interface. 

Gamers will literally be getting 
two games for the price of one this 
November, and frankly, that’s enough 
to pardon Ubi Soft for the bare bones 
Ghost Recon of yesteryear. While not 
the first online console Ghost Recon 
game out there, Jungle Storm may 
just turn out to be the best and most 
comprehensive — a bit ironic, don’t 
you think? KAISER HWANG 








4 As always, the highest ground generally 
gives your troops the most advantage... 
especially in a firefight. 





A Similar to SOCOM, you'll 
be able to direct your 
teammates via the USB 
headset and communicate 
with other human players. 


» Camouflage can only help you so much. If 
someone gets this close to you, they’re bound & 
to notice what's going on. 





Jungle Storm includes the Xbox-only Ghost Recon: Island Thunder in its entirety, as well as all- 
new Jungle Storm campaign missions and multiplayer maps. 


The addition of the exclusive and additional single The new multiplayer levels will definitely keep the 
player levels really increases the game’s scope and length. _ variety of online sessions constantly fresh. 





LA BREAKDOW the game h acion 


ait 


> A real college degree, focused 


<4 th . 
ar on advancing technology. 


enemy. You 
must kill him 
before he can 


‘ Available online or on-campus. 
kill you. 


GAME DESIGN 
VIDEO PRODUCTION 
DIGITAL ANIMATION 
NETWORK SECURITY 
E-COMMERCE 
SOFTWARE ENGINEERING 
TECHNOLOGY MANAGEMENT 






4 It’s not a very good | A Objects, like these | MULTIMEDIA 
| idea to expose youself | — equipment crates, offer WEB DESIGN 

so openly to enemy ~ | some degree of cover 

fire. Why do you think when you finally run DATABASE MANAGEMENT, 

you're wearing camo? out of jungle or brush. 
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CUBA'S PEACE AND TAKE DOWN - 2 Ai STATE-OF-THE-ART VOICE 

AN EVIL COLOMBIAN DRUG CARTEL. ; 4 ; -, COMMAND TECHNOLOGY. 
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v You can even man the gun turrets to 


blast down the enemy aircraft. 










. SECRET WEAPONS - 
OVER NORMANDY 


Take to the skies in the coolest planes ever! 








f you thought the PlayStation 2 
didn’t have enough WWII flight 
sims, it would appear that the 
teams at LucasArts and Totally 
Games would agree with you. 
Recently unveiling more information 
on the air-based title Secret Weapons 
Over Normandy, the pair has made it 
clear that it will find the best possible 
medium between fantasy and reality. 
Not really a simulation at all, 
Normandy is in all actuality a rather 
accurate history recreation with 
arcade-like controls. Completely 
realistic in terms of mission 
structure, scenery, plane design, and 





presentation, Secret Weapons offers 
players 23 different machines of flying 
death combined with simplistic shoot- 
first warfare. The missions themselves 
will indeed have multiple objectives, 
but the majority of their solutions 

will never move beyond a few simple 
commands. As the real challenge 
here won't be mastering your plane's 
mechanics, but how to properly blast 
your way to victory instead. 

The craft list itself is pretty robust, 
too, with items such as the B-17 
heavy bomber, the twin-tailed P-38 
Lightning, Me 262 jet fighter, XP-55, 
and Meteor rocket-planes standing 


tall as some of the favorites. Each one 
of them will fly and fight differently, 
as well and possess completely 
upgradeable components like armor 
class, firepower, and handling. 

Also separating Secret Weapons 
Over Normandy from the usual flight 
pack is uncharacteristically futuristic 
German boss plane called Krieger. 
Using somewhat modern technology 
and varying attack patterns, this 
secretive story-boss will plague your 
allied side for a good portion of the 
game. Not a common element of 
those stale simulations. 

All in all, Secret Weapons is looking 


-¢ Fortunately, it looks like 
you can parachute out in the 
case of an emergency. Run 
away so that you can live to 
fight another day, right? 


History of Aviation 


With a mix of more classic and 
more traditional aircraft, there’s 
definitely going to be a plane for 
any sort of flight fan. You'll even 
see some strangely futuristic 
planes out of their time. 


The selection of aircraft runs 
the gamut from the Fairey Swordfish 
(Stringbag) to the giant B-17 bomber... 
and everything in-between. 


pretty good, and with the proper 
nurturing could end up one of the 
surprises of the season. We'll keep 
you posted with more! 

JEREMY DUNHAM/STEPHEN FROST 





A Considering how high you're flying, it’s 
impressive how much detail can be seen in 
the ground below. Check out the town. 


A Bombing raids generally take place at 
night; however, you'll have to execute some 
during the day, too. 


A Flashy explosions and weapon trails will 
greet you in the air. It’s pretty to look at, but 
don’t be a part of them. 


Novice pilots will love the arcade-style 
controls and the accurate missions. 
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PSM Presents the 2004 
P52 CHEATER’S HANDBOOK 


Hitting Newsstands Everywhere Starting November 11 
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» From the look of Spawn 
to the game’s storyline, this 
could be the most accurate 
representation of the comic 
hook hero yet. 








f Devil May Cry 2 didn’t quench 

your thirst for action like origi- 

nally hoped, then look towards 

Namco’s upcoming comic book 

homage to Spawn instead. More 
similar to the original DMC than the 
old PSOne and Dreamcast title of the 
same name, Spawn is already well on 
its way to becoming the most accurate 
representation of the illustrated man- 
demon so far. 

Designed by the same team 
responsible for Midway’s Ready 2 
Rumble and SpyHunter, Spawn tells 
the familiar story of Al Simmons and 
his struggle against the evil Malebolgia 
and his cohort, the Violator. Built 
in conjunction with creator Todd 
McFarlane and supported by the guys 
who helped manufacture Spawn for 





‘BEFORE 


PAWN 


4 One of Spawn’s coolest attacks is his ability to lift up an enemy with his chains and then 








PUB HAMCO { DEV POINT OF VIEW | TYPE ACTION | REL DATE NOVEMBER { MAX PLAYERS ONE | ESRB RATING MATURE 


Can McFarlane’s dark ; 
hero one-up Dante? 








| shy away from using the heavy 





A One of the last levels has Spawn visiting 
the angels on their space station. Doesn't 
the Earth look so pretty below? 


the Xbox version of Soul Calibur 2, 
developer ‘Point of View’ is hard at 
work capturing the movements, look, 
and abilities of the popular Image 
anti-hero as accurately as possible. 
Perhaps the most impressive 
evidence of this effort comes by way 
of Spawn’s “living chain” attacks. 
Sliding through the air in an incredibly 


AFTER 


split them completely apart. Blood goes everywhere. 
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for this game and it packs one mean punch. 
Spawn can attest to that. 

creepy way, Al's magic shackles can 
entangle opponents, slam them into 
objects, damage them, or throw them 
as far away as possible. Once finished, 
the remains of the bad guys can be 
found throughout the stage only 

as chunks of flesh, pools of blood, 
and body parts floating every which 
way imaginable. 

As you've probably surmised, 
Spawn is shooting for a deserved 
“Mature” rating. And as expected, 
the chains aren’t the only method by 
which Mister Simmons’ can attack. 
Shotguns, cannons, mini-guns, and 
the same double-sided axe from Soul 
Calibur 2 are utilized to destroy Hell's 
evils here as well. 

Other such goodies (like magic 
spells and an upgradeable arsenal) 


#77 NOVEMBER 2003 / www.psmonline.com 


ARMED TO 


a THE TEETH 


Spawn has never been one to 


artillery. In most cases, he’s 

actually over-prepared for the — 
fights he gets into. in this game, 
he's got more weapons than you 
can shake a hell-demon at. Here 
are just some of them: | 






‘A Burst Missiles 


round out Spawn’s attacks rather 
nicely. And trust us, he'll need them. 
There are tons of familiar characters 
attacking Al at every juncture, with 
Meat Puppets, Angel Hunters, Claw 
Demons, Berserkers, and plenty of 
other nasties ready to take his head 
off. In short, it’s a Spawn-lovers 
atmospheric dream.Whether or 

not the finished gameplay product 
can match up with the excellent 
environment, however, is a story for 
another day. Check back with us 
over the next couple of months as 
we reveal more of this game's dark 
picture. JEREMY DUNHAM/STEPHEN FROST 


It looks like Spawn is finally getting his due 
on the PS2. 
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Seeing it is believing it as your favorite virtual monster series is back and better than ever! 
MR& boasts a brand new adventure element that will take you and your monsters to distant lands and beautiful environments to battle big bosses and 
unlock hidden monsters. This is no longer just a training ground, this is the adventure you and your monsters have been waiting for! 











Monster Rancher like You Have 
Visit www.esrb.org 


we Never Seen ft Before! 
or call 1-800-771-3772 _ 


for more info. as ; oes 
PlayStation.2 www.tecmogames.com ep | [00% GAMES: 
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With very intelligent drivers 
to race against, you can bet that 
some serious pileups are going to 
ensue. Watch those corners, guys. 





R: RACING 
EVOLUTION 





idge Racer had quite 

the profound effect on 

the racing genre, par- 

ticularly for the home 

console market. It could 
be credited as being the first modern 
racing game with widespread popu- 
larity. The finishing touches are now 
being put on R: Racing Evolution 
a decade after its granddaddy 
impressed the world. 

The game is loosely based on 
the Ridge Racer universe, but don’t 
get your camber kits, bucket seats 
and coilover suspension ready for 
straight-up sideways drifting action; R: 





A While not as crazy as some other games, 
you'll definitely be able to get some air if 
you hit those bumps right. 


RE promises to be a different game 
entirely. Just take a look the most 
recent cache of screen shots from 
Namco. This is the first game in the 
universe to feature fully licensed 
vehicles. Expect to see monsters 
like the JGTC-competing Esso Supra, 
Calsonic Skyline, Takata NSX, Viper, 
the WRC-worthy Puegeot 206 and 
the stunning Mitsubishi Evolution 
Vil—and that’s just for starters. 
Game flow details are still sketchy, 
but we're positive there’s a decent 
career mode and possibly an arcade- 
style mode like we saw in G73. We've 
already shown you the lead character 


A The courses will be a mixture of real-life 
and fantasy tracks. We prefer the fantasy 


ones, as you don’t know what’s coming next. 


_ GAME INFO 








MAX PLAYERS Twa | ESRB RATING EVERYONE 





PUB NAMCO | DEVNAMCO | TYPE RACING | REL DATE WINTER 











Along with the large assortment 
of cars, you'll also be able to race 
on a decent number of surfaces. 
From oval tracks to dirt courses, 

you'll see it all in this game. 
in our previous cover story, so expect b Phy 
some Pro Race Driver-esque elements; 
also expect fantasy and real-life 
courses like Monaco. With a playable 
disc heading into our hands shortly, 
you can expect even more details in 
the months to come. 

TYRONE RODRIGUEZ/STEPHEN FROST 


4 The game is looking great. We just 
hope that there are a fair number of 
courses to choose from. These look 
promising, that’s for sure, 


A Little touches, like that blimp in the 
distance, have always been a staple of 
Namco’s racing games. 


Namco has always been consistent in deliver- 
ing a top racing experience. 
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Because even the strongest 
heroes need help sometimes 


"Don't expect a standard strategy- 
RPG, though the whimsical plot, 
bizarre graphics, and crazy 
minigames combine to make 
Disgaea a truly offbeat experi- 
ence." 

--Electronic Gaming Monthly 


"..Sstrategy fans should be tenting 
their fingers in anticipation..." 
-- GMR 









Please see DoubleJump strategy guide for directions 










Customize your army with over 
150 character classes and mon- 
sters! 


Over 40 Hours of gameplay with 
multiple endings! 





2ATTACKS 
a SPECIAL Hit! 









ee LAW 
New Formation Attack System 
allows up to 4 of your characters to 
do quadruple the damage on one 
enemy! 





Unleash over 100 mind-blowing 
spells and special skills to lay 
waste to your enemies! 





lea Dulane 
Never before seen gameplay ele- 
ments add a new dimension of 
strategy! 





Dynamic Battle System: Switch 
your characters in and out of bat- 
tle to match the strengths of your 
toughest opponents! 





ING: aad-blow) 
BING: Do DOE use in conjunction with any vind Oe ie 
Spells or incantations. See back pane 





— 


Get regular. Get Disgaea. 








Comic Mischief 


ATLUS 


WWW.ATLUS.COM 


Mild Language 
Mild Violence 
CONTENT RATING —_ www.esth.org 
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R-TYPE FINAL™ 


The classic embarks on its final mission 








he original R-Type is hailed 

to this day as one of the 

(if not the) greatest side- 

scrolling shooters of all 

time. After several install- 
ments spanning multiple platforms, 
the series is about to come to a close 
on PS2, but oh, what a grand (and 
bonus material-packed) finale it’s 
shaping up to be. 

Gone are the classics’ sprites, 
replaced with fully 3D visuals and 
effects that already do the PS2’s 
polygon muscle justice. Gameplay will 
remain familiar to followers of the 
series, with the player’s craft working 
in tandem with a secondary shield/ 
weapon that can be attached to the 
ship's front or rear, or even fired off to 
attack from afar. 





The ship variety should actually give this one 
lots of replay value. 











What R-Type’s followers won't 
be accustomed to, however, is the 
immense selection of ships, each with 
their own unique weapon systems. 
Players will only start out with three 
ships in their hangar, but can unlock 
more by playing well. Not only that, 
but the ships can be fully customized, 
from weapon combinations to paint 
schemes. RANDY NELSON 


A Here’s an idea of the game's scale: 


auth this is just the first stage’s mid-boss! 


effects are 
great. Dip 
into that 
water and 
you'll leave 
a wake. 


> The 
action will 
get very 
intense. 
One hit, 
and you're 
toast. 


4 Each ship has its own unique weapons, 
and, consequently, strategies. 








pyinee 


Orsgen 


A 





Rules of Engdgment Broken -- Stealth Cover, 
omprami ae 


4 You can always tell who you're aiming at by 
the red lock-on indicator that appears on them. 





A With several other members on your team, it’s going to be a bit harder to find cover 
when you need to. 





A You'll sometimes have to carry people or 
your own team members in order to successfully 
complete a mission. 








GAME INFO 
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SYPHON FILTER: 
THE OMEGA STRAIN 


New screens famine anime mile. 






PUBEIBGS {DEVIREM | TYPE ACTION | REL DATE SEPTEMBER | MAX PLAYERS ONE | ESRB RATING EVERYONE = 





A This R-Type’s scenery is more detailed and 
diverse than previous games in the series. 






























ans of the older Syphon 

Filter games may not know 

it yet, but the online- 

capable installment of 

Sony’s fourth anti-terrorist 
title is in for some changes. We're not 
just referring to the vastly improved 
graphics engine, either. 

Following a far more realistic 
model than the simplistic versions 
before it, The Omega Strain will 
definitely sport a heavier emphasis on 
tactical methodology. Still an action 
game at heart, specific weaponry and 
cover tactics, used in conjunction with 
teamwork, is more important than it 
was earlier. With the inclusion of limb- 
specific targeting and refined, stealth 
combat maneuvers, there are plenty 
of other solutions, besides projectiles, 
to solve any given situation. 

The real X-factor is how the 
online mode will play into the finished 
product. Using the same missions 
that the single-player adventure has, 


Python 
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the Internet sections will be key to 
advancing your character up in the 
ranks that will, in turn, open up even 
more possibilities offline. 

Expect us to return with more 
on Syphon Filter: The Omega Strain 
sooner rather than later. 


JEREMY DUNHAM/STEPHEN FROST 





A Night vision can be used to give you a bit 
of an advantage, like in this Toronto subway, 
where the lights are out. 





Character customization and online teamwork 
have never been tried like this in the genre. 









~ “TIME IS /I0T ON YOUR SIDE 


An innocent nation is facing annihilation. And time’s moving faster 
than a 9mm slug. So grab your weapon of choice, line up the sights 
and keep your partner at your back. You’re going to need ail the 


firepower you can get. timecrisis3.namco.com 
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Insanely fast duck and shoot g New Weapon Select System lets you 3 modes of play to keep the bullets 
GUNCON'2 action. toggle between multiple weapons. flying long after the story’s done. 


Violence Lg 
GUNCON2 PlayStation.2 
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FAST “V2 FURIOUS 











he Fast and the Furious 
will veer from the current 
trend of multiple cities in 
a racing game. Instead, 
we’ll break the law, 
driving over 25 licensed vehicles in 
a fully modeled and photo-realistic 
Los Angeles — the street racing 
capital of the world. Picture taking a 
turbocharged Neon SRT-4 up against 
the Metro or maybe you'll want 
to practice your 
autocross techniques 
with the high-revving 
Honda $2000 at 
Dodger Stadium’s 


large parking lot. Don’t forget that 
you'll be able to fully customize your 
ride, too. This game will be racing 
onto shelves in mid-2004, so be 
ready for it. TYRONE RODRIGUEZ 





With a strong license and some cool cars, 
racing fans should love it. 














1 
¥ With Genki behind the wheel, you ; 
can bet that the racing is going to be 
top-notch. 


v Use your money 
to modify your car 
and increase its 
performance. 








A The defensive game has been considerably 
improved, allowing for far more strategy, 
even when you don’t have the ball. 


SHOOTOUT 
0 0 a An improvement 


4 The large number of online features 
guarantees that you'll never be playing this 
game alone. 

























in every area 
ony’s 989 Studios 


continues its 2003 
comeback with the 
next offering in its 
line of upgraded athletic 
titles, NBA ShootOut 2004. Given a 
complete graphical overhaul, the oft- 
criticized studio is looking to rebuild its 
reputation from the ground up. 
Online play will offer numerous 
options, too, with 64-man 


ine tournaments, a ranking 
ont be system, and downloadable 


coe rosters throughout the season. 
“= Voice chat, USB keyboard 
support, and various other Internet 
bonuses have been included as well, 
and if you really want to test your 
mettle, you can face off against the 
50 greatest NBA players of all time 
(minus the great Michael Jordan). 
Don’t forget the more realistic player 





GAME INFO 
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4 New attacks 
add to the 
increased 
depth of the 
a system 


vy 
fs 


© 
¥ 
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A The ability to transform into beast 
forms has always been this game’s 
defining feature. 


BODY ROAR 4 


hile never quite at 
the forefront of the 
fighting game pack, 
the Bloody Roar series 
has always managed 
to fill a certain void. Its rather straight- 
forward fighting system and flashy 
graphics have arguably done a lot to 
introduce newcomers to the genre. 
With this third sequel, the ability 

to transform into “hyper-beasts” 

has been retained, but is now more 
strategic. You'll actually have to weigh 






tale 


se 





out the options of balancing your 
health versus the strength of your 
creature. You'll also be able to take 
your character into a “Development 
Model” and modify their moves, 
further adjusting them to your par- 
ticular fighting style. STEPHEN FROST 


Greater depth should help to make this 
sequel stand out even more. 
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A There’s no doubt that this year’s ShootOut = had one major eerie overhaul. Check o ai 
these player models! They gave Sega’s game a run for its money! 


attributes and a “hot and cold” 
streak system. 

Now, the only thing that remains 
to be seen is if ShootOut can fully 
compete on the court with the other 
two big guys. It seems, at least, that 
the competition is going to be a lot 


closer this year. 
JEREMY DUNHAM/STEPHEN FROST 


The online modes in Shootout are going to be 
some of the best yet 
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a worthy sequel”- gamespot.com 


©Unleash Multiple Tactics in a Single Turn with the New Tactical Chain System 
©Play as Lu Bu, Cao Cao, Sun Ce, or Liu Bei 
©Epic New Stories with Multiple Branches and Endings 
©Twice the Number of Tactics as the Original 
©Join Allied Officers for Devastating Team Tactics 


Available Now 















Alcohol Reference 


Violence 





Alcohol Reference 
Mild Language 


Violence 






Bitter Enemies, allied schemes, and War Council 
directives intertwine ina rich tanesty ofintrigue!e AVAILABLE NOW 


The KOEI logo is a trademark or a registered trademark of KOEI Co., Ltd in Ja: tries. Romane: 
trademark, and Dynasty Tactics is a trademark of KOE! Corporation and KOEI Co.. ©200: 3) All rights reser 
logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital S 









i (eS 2 aca ee ween 
ig = au BEXIAFPFELUAA SRABCER RE 
SDCGF¥4+—-BRA!! www.koei.co.jp/html/joboffer 4<%< 
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GAME INFO 


PUB KEMEO | DEV BITS STUBIC | MAX PLAYERS ONE | RELEASE DATE NOVEMBER | €SRB MATURE 











= 


; ROGUE OPS 














ook out, Sam Fisher. Check 

your six, Snake. There’s a 

new covert agent debuting 

on PS2: Nikki Conners. 

A highly trained, lone 
operative, Nikki will face eight levels 
of terrorist thwarting as she takes on 
the evil Omega 19 organization. She's 
also out to avenge the death of her 
husband and daughter. Busy girl. 





This isn’t a Metal Gear clone, thanks to Agent 
Conners’ unique spy gear and stealth moves. 








stealth play mechanics, such as the 
ability to pick the pockets of guards. 
She'll also have unique spy gear, 
including a pair of combination night / 
thermal / x-ray vision goggles. 








GAME INFO PUB ATARI | DEV DARK STUDIGS | MAX PLAYERS ONE | REL DATE NOVEMBER | ESRB PENDING 


A> From 

fighting the evil 
wolfens to riding | 
wild animals, 
Kya is definitely 
going to have 
her hands full in 
this game. ee 


















Rogue Ops seeks to set itself apart RANDY NELSON 
from other spy 2 : 
games with its new Ber : | p . 


> Nikki will be able 
to pull off special 
“stealth combo” 
attacks. 


v It wouldn't be a 
stealth game if you 
couldn't hide in the 





KYA: ie 


t’s been a while since we took 
a look at Atari’s upcoming 
action title, so here’s another 
quick peek. More of the levels 
have been finished andit “~ 
looks like the game will have 
around 34 different quests to 
complete. One interesting feature 
worth mentioning is that the 
number of peaceful Nativs 
you free directly affects the 
number of capacities and power-ups 
you'll be able to buy. Interesting, huh? 
























ne of the official 

offshoots of the % 

amazingly popular The large number of items and online support 
EverQuest series, should make this a must-have. 

Champions of Norrath also 


features multiplayer online support. 
However, unlike its MMORPG big 
brother, it’s mostly designed as an 
offline experience. The veteran team 
at Snowblind, the same group that 
brought us the excellent Baldur's 
Gate: Dark Alliance, is developing 
the game. Due to that, the two titles 
share some common similarities and 


the same game engine, but they still 
feel distinctly different. Champions 
presents you with a much larger 
world, a greater number of playable 
characters and even prettier looking 
environments. The review next month 
should reveal even more! 

STEPHEN FROST 


4 With such a large variety of 
creatures to encounter, you can 
bet some of them are going to 
be pretty large. 





A Some of the backgrounds 
you'll be fighting on will 
appear a bit surreal and scary. 


AJithe “Crowd? meter maxesio 
Jinithe green and shows that you'relaa 
singing the song almost perfectly. 





















—. There will be nine different 
/ environments to explore and each 

) will creatively blend several types 

& of gameplay. From riding the air 

‘| currents to straddling wild animals, 
you'll need to do it all in order to 

\ free your brother and find your 
way home. STEPHEN FROST 


Being able to soar through the air is one of 
this game's coolest features. 








Poa PUB KONAMI | DEV HARMORIX | MAX PLAYERS ONE | REL DATE FALL | ESRB EVERYONE 


MARA 


of 
a 






KARAOKE 


Re vom, 9 i 
’ tno 





> With the large number iy 
of available songs, you r 


REVOLUTION can bet there’s something aS 
here for everyone. 














ou may never be an 
American Idol finalist, but 
if your inner child is a 
singer just waiting to be 
discovered, then Karaoke 
Revolution is just the game for you. 
The game offers players a varied cross 


A unique visual feedback system makes this 
title rather innovative. 
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section of current pop hits and classic 
tunes to perform. 

Supporting both the Logitech and 
SOCOM USB headsets, KR features 
an accurate vocal recognition system 
that scores the player based on pitch 
and tone. A real time display lets you 
know if your performance is beautiful 
or a bust. Sadly, you cannot save your 
masterpieces to a memory card, but 
a VCR connected to the PS2 works 
nicely. ADAM PAVLACKA/STEPHEN FROST 


THIS IS NOTA THIS IS NOTA THIS IS NOT A 
DRIVING GAME. FIGHTING GAME. SHOOTING GAME. 





i 
¢ 
“...an immense landscape covering “The fighting in True Crime” looks “On track to rival the best games 
hundreds of miles of LA streets...” just as good, if not better, than many in each particular genre..." 


of the fighting games out there.” 


Coming November 2003 


SOUNDTRACK AVAILABLE 
FALL 2003 


VYBE SQUAD RECORDS/UNIVERSAL (UMVD) 













Reserve your copy 
now at Best Buy. 
Slap down a five dollar deposit and you'll nab the True Crime” 
exclusive £.0.D. Video Training Manual DVD and a 
guarantee to be one of the first to hit the Streets of LA’ 





: ACTIVISION. 


MEET Blood and Gore id Faas) Co] (0) ) Bm 2] S JK 


Kinsenao >< —|m> 4 
Mature Sexual Themes : 


Partial Nud iy © 2003 Activision, Inc. and its affiliates. Published and distributed by Activision Publishing, Inc. Activision is a registered trademark and True Crime and True Crime: Streets of LA are trademarks of 
Stron g Lan guage Activision, Inc. and its affiliates. All rights reserved. Developed by Luxoflux. Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or 
Violence other countries and are used under license from Microsoft. All rights reserved. TM, ® and the Nintendo GameCube logo are trademarks of Nintendo. © 2001 Nintendo. All rights reserved, Licensed by 
Sony Computer Entertainment America for use with the PlayStation 2 computer entertainment system. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer 
Entertainment Inc. The ratings icon is a registered trademark of the Entertainment Software Association. All other trademarks and trade names are the properties of their respective owners. 











Violence 





CONTENT RATED BY 
ESRB 





© 2003 10 Interactive A/S. All rights reserved. Co-published and distributed by IO Interactive A/S and Electronic Arts Inc. Freedom Fighters is a trademark of 10 Interactive A/S. EA GAMES and the EA GAMES logo are trademarks or registered trademarks of Electronic Arts Inc. in 
the U.S. and/or other countries. TM, @ and the Nintendo GameCube are trademarks of Nintendo. © 2001 Nintendo. All other trademarks are the property of their respective owners. Microsoft, Xbox and the Xbox Logos are either registered trademarks or trademarks of Microsoft 
Corporation in the U.S. and/or in other countries and are used under license from Microsoft. 


Eg ACCORDINGLY. 


> RECRUIT THEM. TRAIN} HEM» LEAD THEM] 70 VICTORY. 


ei In our nation’s darkest hour, true nearer Hay amie a hero to free a war-torn 
sf Manhattan from invading forces. Rise through the ranks of the resistance and 
recruit an army of Freedom Fighters to take the war to the streets. 
They ve taken away our freedom. Now it’s time to take it back. 








4 A unique ‘Recruit and Command” system lets you lead up to 12 urban guerillas 
yg Wield an arsenal of weapons and other tools of the revolution 
4 Intense 3rd-person action on the streets of New York tra player split-screen mayhem 













at 


— 
= FROM THE MAKE RS OF 


S _HIT d MAN 2° 


ae 





FR 


_FIGHTERS 









lo-Interactive 


- www.freedomfighters.ea.com 


Se PREVIEWS 


PUT” PUB KORAMI | DEVKONAMICET | TYPE ACTION | REL DATE NOVEMBER | MAX PLAYERS ONE | ESRB RATING MATURE 


Ss He 





> You've fought Medusa 
heads before — but never 
one this gigantic. Now that’s 
what we call a boss! 


CASTLEVANIA: 


LAMENT OF INNOCENCE 


a 


et’s get one thing out of 
the way right off the bat: 
this is Castlevania. It’s not 
just a spooky third-person 
action game, and it’s 
certainly not Devil May Cry. The E3 
demo was cobbled together from 
various rooms throughout the 
castle, and it can’t hold a candle 
to the near complete version we 
got our sweaty hands on in time 
for this issue. 
Konami has, so far, done 
a commendable job of 
translating everything that 
makes 
£ fi) Castlevania, 


by well, 
fi/ Castlevania 


into 3D. The look, 
the feel, the sound 
— and, of course, all 
the trademark items 
— are all here; we're just 
getting a new perspec- 


a 





tive on the action. That’s not to say 
that this chapter (the first, in fact) in 
the saga is just a polygonal version 
of Symphony of The Night (which 
wouldn’t be a bad thing). It’s very 
much its own game, with some very 
unique new takes on the time-tested 
Castlevania formula. 

For one, you don’t explore the 
castle at will. The game begins at 
the home of a mysterious old man, 
who gives Leon (our hero) his whip 
and serves as a shop-keep you can 
return to later to buy and sell items. 
Inside the castle, you must face five 


levels, defeating their bosses in order 


to progress further into the castle 
and ultimately battle Dracula himself 
(no doubt through many forms). This 
“choose your path” setup doesn’t 
mean the game's linear, though; 
each area is just as free-roaming as 
past Castlevania adventures, take up 


multiple floors, and feature their own 


flavors of enemies and puzzles. 


HANDS-ON! Is this the 
Castlevania we know 
and love? 


Other than the game structure, 
the other aspect that has us excited 
is the combat itself. Leon’s whip 
starts out fairly formidable, but as he 
fights, he earns powerful new attacks 
and abilities (see sidebar for more 
on those). There’s also an interesting 
Magic Point system, where if you block 
an enemy's special attack, you gain 
MP, but if you block it exact/y when 


ere 


wren 


4 Leon acquires new whip attacks, such as 
sending enemies airborne or drawing them 
in for additional hits. 
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they hit, you gain even more. 

Lest we forget the visuals and 
sound: we haven't had a single 
problem with the fixed camera so 
far, and the textures are drop-dead 
gorgeous. The same can be said for 
the score, which even incorporates 
some modern beats into the mix. 
Those worrying about game length 
shouldn’t: we've been playing for 
days as of this writing, and we're still 
nowhere near the end. Keep your 
eyes on this one — it has “potential 
classic” written all over it. 

RANDY NELSON 


Siti 
It’s Castlevania... in 3D! Seriously, though, the 
new combat system has us very excited. 


<< The game has it share of puzzles, but 
they’re pretty basic so far. 


PSMi BREAKDOW 


oe 


The top bar shows 
health, the middle 
one magic, and the 
hearts are consumed 


such as Holy Water. 

You can also see the 
urrent Sub-weapon 

and equipped relic. 


PREVIEWS ¢$ 


Leon starts out the game with only his enchanted alchemist’s whip 
and a dagger subweapon, but he'll pick up some much more powerful 
items during the adventure, all of which can be combined with relics. 


Vampires hate 
crucifixes, but any 
kind of monster would 
hate one this big if it 
were flying straight 
at them. 


Holy Water creates 
a full 360 degree arc 
of damage around 
Leon, which is espe- 
cially helpful when 
he’s surrounded. 


Damune 


TIAYT AWA 

In its basic form, the crystal sub- 
weapon simply shatters, sending shards 
flying at enemies. This is it powered up. 


Sub-weapons have different effects 
when combined with different relics. Here 
the dagger shoots in eight directions! 


An up-close look at 
the game in action 
it nie 


Just like in past 
Castlevanias, the 
enemies all have very 
unique attack patterns 
— especially the 
bosses! 


aia aS ne 


Leon’s basic whip is 
powerful, but does even 
more damage as he learns 

| new attack skills. 
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"Vouwon't be able to put this 
down=yntil you've seen all of 
sthe new footage.” 


y,| 


“ih 


ba 
gest 
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_Game Informer 
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“sit jacked me, 


ag », the casual fan, 


S WRITTEN AND DIRECTED BY THE WAGHOWSKI BROTHERS 











=IN STORES‘NOW. 


ee: —WWW.ENTERTHEMATRIXGAME. COM 


i acnttl 















Bater Phe-Matrix.software © 2003 Warner. Bros. Entertainment Inc. and Atari, Inc. All rights reserved. Windows is either a registered trademark or 
trademark of Microsoft Corporation in the United States and/or other countries. The ratings icon is a trademark of the Interactive Digital Software 
Association. All other trademarks are the property of their respective owners. Manufactured and marketed by Atari, Inc. New York, NY. Microsoft, 
Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries late] is 
are used under license from Microsoft. “PlayStation” and the “PS” Family logo aré registéred trademarks of Sony Comp! : ynment Inc. ‘ 
Nintendo, Nintendo GameCube and the Official Seal are trademarks of Nintendo. © 2001 Nintendo. All Rights Reserv ae 





™ & © Warner Bros. Entertainment Inc. 
(Creke)) 
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inta The Matrix 
universe.” 


_ Official PlayStation 
Magazine 


Mild Language 
Suggestive Themes 
Violence 





ma NUNS 





ERE IS ONLY ONE WaY TO... oe 










ET SPS AS SE eV THT 


MUST 





SVs: 


"Enter the MuStT—have-Matrix.” os 
3 _Dennis McCauley, Philadelphia Inquirer 


"looks, smells, and feels like...Jhe Matrix.” _ Play 


“ 


es=if YOU are a diehard fan 
of the films, it doesn’t get | 
much better than this. 


_Game Informer 


SAH Sty HITS UNITS i A 


cessity.' 
ion Magazine 


“if you are a hardcore Matrix fan, owning Enter the Matrix is an absolute t 
_Play 


“Mark this down: this is the day the entertainment Sastry changed forever. A- alu: 
_Tribune Media aes 
"If you're @-die-hard fan of the flicks, Entem the Matrix 
provides exactly what creators Andy and Larry Waghowski 
had premised.” Electronic Gaming Monthly q 


J 
fs 
es 


“Explosive and. stunning - Atari's Enter the>Matrix 
revolutionizes 3-Dradventure gaming with blockbuster bravado.” 
. _Nintendo Power 









"dodging bullets and pulling off mad 
kung fu in Enter the Matrix is exactly 
what I hoped it would be ..awesome.” 


_ Official Xbox Magazine 





"Setting a new standard for game and 
movie studios working together." 


_Detroit News 
PlayStation.2 2] Chin’ 5s > W 


Sarat Wanna. VILLAGE ROADSHOW PICTURES 





BSVi (8) aR 


GET THE MOST OUT OF YOUR GAMES > NOVEMBER 2003 














Jak can deal with a lot of pain this 
time around, but there’s no reason 
to torture him needlessly. Use this 
insider advice to help him out. 


STRATEGY 


1 ESPN NHL Hockey 
{E3 Simpsons Hit and Run 
fE®) Virtua Fighter 4 Evo. 








CODES 


124 Bombastic 


ee 





124 Downhill Domination 
Freaky Flyers 
G1 Jockey 


Splashdown: ROW 


RET 
4 
to 


124 









Obliterate the Onin Game 


@ Try to press as many of the same button 
type in a row for combo points. 


@ Make sure you mentally keep track of 
the last button pressed in a string, so that 
you can watch for it in the next string of 
buttons to increase upon your combo 
points. 


@ You should always break combos and 
attempt to get the button type closest to 
the bottom of the screen so you don't risk 
missing one. 


@ If associating shapes to buttons is 
difficult for you, try associating the color. 
(i.e.: If you see a green icon pop up, 

you know to press the @) button because 
it’s green.) 


Our Naughty Dog insider reveals 
some of his secret creator strategies 


» Jak ponders what his 
crossover options are, 
now that his Super Saiyan 
heritage is exposed. 


A The Parappa-meets-Fantavision gameplay of 
the Onin mini-game is just as challenging as it is 
compelling. 


Firing up the Burning Bush 
(Kiosk) Ring Missions 


B Avoid hitting the Krimson Guards for as 
long as possible. It makes it a lot easier to 
navigate through the town without them 
shooting at and jumping in front of you. 
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i If you are having trouble navigating the 
rings quickly enough, try slowing down 
right as you are going through the ring 
and pressing Start. Then go to your MAP 
screen and see where the next ring is 
before you make a commitment to which 
way you want to turn. 


Burning down the Burning Bush 
(Kiosk) Egg Missions 


®@ Pay attention when the Egg’s location 

is being shown to you. Look for landmark 
buildings or easy to distinguish areas in 
the background. As soon as the timer 
starts, make a mental note of the amount 
of time given, press the Start button and 
go to your MAP. Based on all of the 
above, determine where the egg may have 
been placed, and your most direct path to 
get there. 


<< MINIMIZE DOWN TIME 
BETWEEN SHOTS BY USING 


PHYSICAL ATTACKS >> 





& Sometimes you may have to use 
your Jet Board or jack a vehicle to 
make it to the Egg in the given time. 


Bulletproof performance in 
the gun challenges 





A Granted, a gun is a gun, but there are 
certain ways to become an even bigger 
badass when it’s time to unload the pain. 


General Tips 


@ It is more effective to use a com- 
bination of physical attacks as well 

as gunplay when attempting any gun 
challenge. To accomplish this, fire 

at your target, then kick or punch a 
different target, then fire again. This 
allows Jak to attack a target from any 
angle without having to wait to target 
enemies that appear at odd angles. 


& When targets are sparse, try to 
Conserve ammunition by using a 
physical attack to clear the single 
targets. 


Scatter gun challenge 


@ This weapon fires moderately 

slow in the beginning, so make your 
shots count. Try to minimize down 
time between shots by using physical 
attacks to destroy targets you would 
normally miss waiting for the weapon 
to fire. 


@ Use the Scatter gun's cone of fire to 
your advantage. Try to position Jak so 
that the cone of fire from the weapon 
hits the maximum amount of enemy 
targets for every shot fired. 


Blaster gun challenge 


@ When a group of targets appear 
where some targets require two 

hits to destroy, use the wastelander 
Maneuver on a single hit target, then 
employ the wastelander maneuver by 


cing ant then qi 


fire at a TWO hit target. 


 sctalander 


Y The Krimson Guard are a pain anytime, 
but they can be especially troublesome 
during timed challenges. 


maneuver, there is a more advanced 
approach you can use when the 
targets hit the fan. When targets 
appear faster than you can fire, and 
they will, try jumping, performing a 
spin kick attack and firing again. This 
maneuver is reserved for only the 
most skilled wastelander, and will fire 
5 quick shots at multiple targets. 


@ Conserve your ammunition! The 
Peace Maker only holds 10 rounds 
— make them count! 





A IN) 
4 You might think Jak’s outnumbered here, 
but he’s brought along a very mean little 
friend — no, not Daxter, the gun! We mean 
the gun! Yeesh. 


Vulcan gun challenge 



















@ Fight the full auto madness and 
conserve ammunition! There is 

a limited amount of ammunition 
available, and although the challenge 
gives you the impression that 
full auto is the way to 
go, you will run out of 
ammunition before 


the endof the \gamiuul } 


challenge. 





@ The Vulcan Fury has a spin up 
period before it reaches its full fire 
potential. To avoid wasting seconds 


waiting for the hail of bullets to fly, use > “...and that, 

this to your advantage. If you keep the __ Kids, is why you 
re should never, ever 

barrel spinning, you may waste a few mistake a tube of 


Super Glue for a 
travel-size bottle 
of hair gel. Now, 
who has a 
crowbar?” 


rounds here and there, but when a big 
group pops up, you can open up on 
them in full auto with no. down time. 


i When you use a physical attack, the 
barrel will keep its current spin speed. 
Thus, you can fire off several rounds, 

attack, and keep firing off rounds at a” 
the higher full auto rate. 


Peace Maker gun challenge 


i The Peace Maker can only destroy a 
the big targets, but all other targets 

will be destroyed using any weapon. 

Use the Peace Maker only when 

you have to minimize the time lost 

switching weapons. 


Bi Since the Peace Maker can 


destroy multiple enemies with 


a single shot, use it to destroy 


Fi / \19 
large groups of enemies. een ION 2 MAGAZINE 
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Racing to win! 


Hover board challenge trick list 


Nose Flip: @?ta 
Method: ®lea 
Kick Flip: ®<€_o 
Board Spin: ® 2 
Front Flip: @©tm@ 
Back Flip: ® Va 
Clockwise Spin: ® >a 
Counterclockwise Spin: ®<em 
Special 1: ®<€om 
Special 2: ® > am 


Superman (need high altitude): ®t aa 


B Avoid doing the same trick over and over 
and over. Eventually, the trick will become 
almost worthless. 


i Some tricks have an optimal hold time. 
Example: Doing a clockwise spin, but not making it 
to 360 or 720 degrees does you no good. 


i You will score more points for doing a trick at 
high speed and over a big jump, rather than sitting 
still over flat ground. 


IB Watch the clock, fancy-pants — a trick 
completed after time runs out will earn NO points. 


@ You can get points for just grinding on a rail. 


@ You can jump and do tricks while grinding on a 
rail. Just remember to hit @ to start grinding again 
once you hit the rail after the jump. The points are 
awarded once your grinding ends. Use this to your 
advantage to make tricks with dozens of moves 
(since it’s all counted as one big trick). 


Race Class 3 
i @ is the GAS. LEARN IT, LOVE IT, LIVE IT 


i op and ap are for hopping. Use hops to avoid 
racers, and for some jumps. 


@ Collect the pink spheres for boosts. You can 
only hold three at a time, so never let one go to 
waste. Use boost just before straight-aways for 
maximum effect. 


i Press 4 to pitch the nose down. Keeping your 
nose down will help you stay on the track. You can 
only turn when you are on the track. 


B Press J to pitch the nose up. Keeping your 
nose up will keep you in the air longer (i.e., longer 
and higher jumps). 


@ Try to avoid hitting walls — it only slows you 
down. 


@ Use the mini-map. It really does help. 
g8 You will lose the race if you take a jump and 


land outside the track. Take the extreme jumps at 
your own risk. 
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- Shortcut One 

After the second turn, there is a room with 

some towers and no floor. Instead of following 

the track, line up parallel to the left wall. Pitch 

up, hit boost, and hop. Once you hit the ground, 
immediately turn left for the next jump. If all goes 
well, you'll have shaved about five seconds off of 
your opponents. 


- Jump One 

Line up straight to the ramp. Begin pitching down. 
Don’t hop, don’t boost. (if you get too high, you'll 

crash into the wall). Immediately start turning left 
once you hit the ground. 





A If you want to take the checkered flag, it's a good 
idea to keep an eye on your mini-map. It’s a great help 
— honest! 


Race Class 2 


B The Al will take jumps and shortcuts when you 
get a good ways ahead of them. 


@ Always keep at least one boost for the 
shortcuts, just in case. 


After the first turn, pitch down. If you hop and 
pitch up after the turn, you'll collide with the roof 
and die. 


@ You can powerslide by releasing @ during the 
turn. Press @ again to accelerate out of the turn. 


- Shortcut One 

After the second turn, there is a room with 
pillars and no floor. Pitch up, and hop between 
the pillars. You'll shave off about two seconds. 


- Shortcut Two 

Instead of taking ShortCut One, take the turn to 
the left, take the turn to the right. Now, instead 

of correcting to take the turn to the left, continue 
straight, pitch up, and hop across the chasm. You'll 
shave off about five seconds. 


_ Bi Avoid the empty space between the turns and 


the columns. 
Pitch down to avoid popping up after the ramps. 


Avoid going in the trenches, It is difficult to stay 
in the center, and hitting the sides slows you down. 


Race Class 1 


Bi Take the two shortcuts indicated on the 
minimap 


B® After coming out of the shortcuts, you'll need to 
powerslide make the turns back onto the track. 


@ Avoid the square pit (after turn three). If you fall 
in, you die. 


W At the fifth turn, cut your speed, powerslide, 
and use your boost out of the turn. 


Avoid going in the trenches; it is difficult to stay 
in the center, and hitting the sides slows you down. 


Pitch down when going into the first shortcut. 
If you are going too fast, you could hit the roof 
and die. 


¥ Crap! Those handsome rogues at PSM have taught yet 
another die-hard reader to destroy all comers in my races. 
Damn you, PSM! 


























You're no longer human. 
Animal instinct takes over. 
You're a vicious beast and you're 


out for blood. Bloody Roar 4, 





the original beast brawler is back 
and it’s darker and more ferocious 
than ever. You’re in for a brutal, 
bloody fight. Built on a new 

3D combat BES Bloody Roar 4 


has new characters, ene P-’) 


combos, faster action and thes ~ 








ability to customize your fighters. 
Show no mercy as you claw 


your way to the top. 


MATURE 
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se HOW TO 





TAKE THE 


PSM 
CHALLENGE! 


RULES You can’t send an entry for 
each challenge. If you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on November ‘st. if there are multiple 
winners, the final winner will be decid- 
ed by the best paragraph that explains 
why you're the winner, Send a picture 
or a videotape (non-returnable) and a 
short paragraph explaining why you're 
the winner. Sorry, no e-mail entries! 
This contest is open only to readers 
living in the United States, age 18 
years or older. PSM reserves the right 
to substitute prizes of equal or greater 
monetary value, if necessary. 

SEND YOUR ENTRIES TO; PSM 
November Challenge # (the 
challenge you're entering) 

c/o Future Network USA, 150 
North Hill Drive, Brisbane, CA 
94005. 


THE CHALLENGES 


Challenge #1: The Simpsons: 
Hit And Run 


This one’s easy. Just finish 
the game and photograph or 
videotape the final cinema as 
it happens. 


Challenge #2: Rugby 2004 
Win the Rugby World Cup with 
any team, and use a photograph 
or videotape to prove your 
rugby prowess. 


Challenge #3: EyeToy: Play 
Think you can set off fireworks 
the way Randy does every time 
he walks into the room? Prove it. 
Play Rocket Rumble and send a 
photograph or videotape of your 
performance. Highest score wins. 





THIS MONTH’S 
PRIZE PACKAGE 

Alter Echo game 

Buffy the Vampire Slayer: Chaos 
Bleeds DVD 

Buffy DVD box set 

Signed Buffy comic 

Plus, a randomly chosen, yet 
still cool, t-shirt 


PlayStation. 


JULY WINNERS 

Arc The Lad: TotS 

Ricky Estrada, Chicago, IL 
Amplitude 

Tony Gitter, Port Washington, WI 
GTA: Vice City 

John Stiles, Chambersburg, PA 





A Face-offs are a great opportunity to steal possession from 
your opponent, and maybe even score a quick goal. 


ESPN NHL HOCKEY 


Make fhe hat trick old hat with our expert hints and tips 



































Don’t rap — wrap 


On the easier modes, you can easily skate 
by most defenders and go behind the 

net with the intention of attempting a 
wraparound shot. The trick is that going 
to a player’s weak side will work more 
often than you think. That means if your 
skater is right-handed, go behind the net 
on the goalie’s right and wraparound from 
his left, thus resulting ina backhand shot. 
Regardless of whether you go for the 
forehand or backhand, don’t wraparound 
on the short side. Go for the opposite 
corner of the net, and go high. 


One time, every time 


On the high difficulty settings, you're likely 
to get checked before you can get behind 
the net, so the wraparound is out and 


an odd-man or even breakaway is your 
ticket to score. As you head down the ice, 
position yourself somewhere between 
either side of the face-off circle. In other 
words, don’t get too far in the middle or 
too close to the boards. The middle of the 
face-off circle is your point of no return. 
Pass around the top of the circle or the 
middle at the latest, guiding your pass 


just in front of the goalie, but far enough 


out that he can’t break up the play. If 
your pass is deep enough, but out of the 
goaltender’s reach and your man is in 
position, you can beat the goaltender for 
a one-timer goal. 


On face-offs in the opposing zone, try 
extra hard to get your timing right and 
win the draw. If you're victorious, aim 

the puck toward either of the two men 


THE SIMPSONS: HIT & RUN 


Get reeotch, beeotch 
Remember when Homer beat up his grill 


and became an outsider artist? Physically 
venting one’s suppressed rage is profitable 


in the Simpsons universe, and this is no 
exception. Destroy anything you can for 
extra coins. Getting as much money as 
you can is key to prominent success. 


Triangular logic 
When exploring new or familiar areas, 
be sure and press the action button 


whenever you see a triangle appear, 

even if it means taking a break from your 
destructive tendencies (see previous tip). 

Chances are you'll unlock a gag or secret 
coin. At least you'll get that weird triangle 
to go away. 


License plates vs. fashion plates 
Rather than blowing your hard-earned 
cash on spiffy new outfits as soon as you 
can afford them, save up and purchase 
new vehicles first. They're infinitely more 
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behind you and go for the one-timer. If 
you're lucky and get a good hard shot, 
you may score on a redirection. This 
requires more chance than skill, but 
you've got to try for it every time. 


Not in my net, you don’t 


One defensive tip: don’t let the opposition 
park players in front of your net. That’s 

a sure way to get beaten on passes in 
front and rebounds. If you see a player 
within whispering distance of your goalie, 
switch to one of your nearby players and 
shove him to the ice. That will free up the 
front of the net, preventing rebounds and 
allowing you to clear out and reset your 
offense after a save. 


rewarding and can ease some of the more 
difficult car missions. 


Be your own boss 

Don't be afraid to ignore mission objec- 
tives in favor of exploration. After all, 
who’s more absentminded and easily 
distracted than Homer Simpson? Besides, 
even if your meandering causes you to fail 
your mission, all the items and bonuses 
you found will still carry over into your 
next attempt. 





VIRTUA FIGHTER 4 EVOLUTION 





4 Dural arrives for every fight, sure. But she doesn’t exactly “show up” each 
time, if you get our meaning... 


The past is close behind... and pretty ugly 

Go to Options, and select Special to check out the 10th Anniversary 
mode. It’s Virtua Fighter 7, but with all of the VF4 Evo characters, and 
all of the new moves. The stages, music, models and game system are 
all VF7, and moving at 60 frames per second (the original VF1 was 
30 frames). 


Dural in da house 
After you clear 5 arcades in Quest Mode, Dural will appear in the 
Shop. After you buy her, you will be able to use her in VS Mode only. 


Use the Training Stages in VS mode 

The first 3 times you open up a new arcade in Quest Mode, you will 
also unlock one of the Training Stages for use in VS mode. Training 
Stage 1 is a small ring with high walls, Stage 2 is a medium-sized 
stage with lower, breakable walls, and Stage 3 is a large stage with 
no walls. 


Ferrous fashion plates 

If you meet certain conditions while fighting through arcade mode, 
you'll see some slight changes in Dural during the final battle. If the 
last digit in your number of wins (in player data) is a 9 when you 
reach the Dural Stage, Dural’s eyes will light up. If you can finish each 
fight quickly enough to get to Dural’s stage within a certain time limit, 
Dural will be invisible. 


SEGA! 

During the demo loop, when you see the Title Screen press and hold 
the © button. When the Sega logo appears, you'll hear something 
very familiar... 


<4 Feel free to 
detour from your 
mission path now 

i and then, especial- 
i ly if it might mean 
grabbing yourself 
some extra loot 
"or goodies. 
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Full Sail’s Visualization Center is one of over 60 studios, 
production suites and computer labs located on campus. 








Real World Education 


school of 
Computer Animation 
Digital Media 


Game Design & Development 


If you're passionate about pursuing a career in 
Game Design & Development, this is the place to start. 


To find out why: 


800.226.7625 


fullsail.com 


YOU CAN GET THERE FROM > 


3300 University Boulevard » Winter Park, FL 32792 
Financial aid available to those who qualify * Job placement assistance * Accredited College, ACCSCT 


© 2003 Full Sail, inc. All rights reserved. The terms “Full Sail,~ “You Can Get There From Here,” “Full Sail Real World Education,” 
and the Full Sail logo are either registered service marks or service marks of Full Sail, Inc. 


Downhill Domination 





A These codes for Downhill Domination are 
entered during the actual race, right in the 
middle of the action. 


» Enable Cheats 
GON AGE ORL) 
Super Bunny Hop 
1@<eOt 
Combat Level Upgrade 
hMleer 


Splashdown: Rides Gone 
Wild (PSM exclusive Codes) 


[M] Must Be On 
F446B632 FF7C4D16 


Unlock All Ending Videos 
24D191CA D296175D 
24D091CA 9296177C 
24DAD14A 16B557CC 


Unlock All Miscellaneous 
24919868 16AC577C 
24109048 1EAC57CC 
248190C8 D29617ED 
24459AF2 1F2EO31E 


More Splashdown Codes 


Infinite Points In Warehouse 
pxV-Coyi\c) = Ge) 2) 21010) 31D) 
2440A9C6 9AB448AF 
24DAFI4A 16B5419C 
24DOB1E8 129741BD 


Performance Bar Always Full 
PL\y} p)b)3{0ec}o) =] 107445) 
2491369E 3516472D 


Unlock All Secret Characters 
24C1BBD4 5B9E1CD5 
24COBBD4 1B9E1CF4 


Unlock All World Courses 
24C1B3CE 5A16576D 
24COB3CE 1A16575C 


Unlock All Stadium Courses 
24D1BACC 5296574D 


Super Smack Combat 

a AOU 

Fast Flip 

ea Nd Ne eX (*)) 

Extra Smack Time at finish 
€e72U 

Unlock All Fantasy Bios 
2><€<et® 

Unlock All DH Video Clips 
2 2eel 

Super Bounce 
SOLOM C) 

Energy Restore 
Vo2ee 

“Stoke Trick Meter 

Vee n> 


Freaky Flyers 
Unlock everything: Zenbu 


G1 Jockey 
Get Maximum Funds (999999999) 


At the Dock screen, input the follow- 
ing commands: 
€<€ 5° oMawe® 


24D0BACC 1296576C 


Unlock All Freestyle Courses 
24D1B1C8 529617ED 
24D0B1C8 129617DC 


Unlock All Tech Time Courses 
24D1B8CE 5A9657FD 
24D0BBCE 1A96574C 


Unlock All Outfits 
2481B8D6 DB9E1CD5 
2480BBD6 9B9E1C44 
249AF34A 16B5556C 
24819AD6 DB1E1C55 
24809AD6 9B1E1CC4 
PLAST ND PLAYING [sya oyo) ol @ 





mi 


4 With these codes, you can unlock nearly 
everything in the game without even break- 
ing a sweat. Sweet! 


Chaos Legion 


[M] Must Be On 
F443BE2C BF3C841E 


Infinite Health 
ut:10)5} 539) cil s}o) 20) boots) 
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If you input the sequence correctly, 


your funds will be set to 999999999. 


Bombastic 
The following codes adjust the 
gameplay conditions 


Conditions: Get to Level 5 as fast as 
you can: BbrMjXSbnB3 


Conditions? 3 minute limit. Speed is 
set at 4/5: mgH7aHQUMC3 


Conditions: 2 minute limit. Speed is 
set at 4/5: APGyfYbXJd3 


Conditions: 2 Player, 5 minute limit 
get to the highest level possible: 
ijEhjTtETe3 


Conditions: Eliminate all dice on the 
starting screen. Speed fixed at 5/5: 
hfjfYWUKb343 


Conditions: Eliminate all 50 dice on 
the startigg screen. Speed fixed at 


14COBC2F 977007D8 


Infinite Soul 
14809D2E 97FOO5E8 
14809D2F 97FOO5E8 


Infinite Experience 
244CEF2E DA730E63 


Have Items: Sword Crest 
0450B728 16F04778 


Have Items: Power Crest 
0450B728 16F06778 


Have Items: Arrow Crest 
0450B729 16F04778 


Have Items: Shield Crest 
0450B728 16F047C8 


Have Items: Claw Crest 
0450B728 16F067C8 


Have Items: Bomb Crest 
0450B729 16F047C8 


Have Items: Thanatos Chip 
0450B729 16F067C8 


Have Items: Utimate Crest 
0450B728 16F047E8 


The Great Escape 


[M] Must Be On 
F453B63C FF6C0416 


5/5: J3P8rFqeTF3 


Conditions: Get to Level 10 within the 
3 minute limit: U8mnPYmG7Qw 


Conditions: Delete all dice before the 
combo ends; GVFhSiQW8m5 


Conditions: 3 minute limit. Original 
“devil dice’mode. 
Speed 2/5: QQRniVF6tM5 


Conditions: Chain attack, 2 minutes 
only. Speed 3/5: TOXYRyXhdm5 


Conditions: 2-player time attack, 
Score 20000/Reach Level 5 to clear: 
mDHHitPhinX 


Conditions: Get to Level 10 before the 
3 minute limit: U8mnPYmG7QW 


Infinite Health 
pL tole) V.N2 3 0) Dlojo}oy GD) 


Infinite Ammo 
24D03668 16F45138 


Rapid Fire No Reload 
249024E8 12745119 


Unlock The Great Escape Mode & 
Level Select 
PL 10) ={0lors yy 1 ele [0}:) 


Magic Pengel: The Quest 
For Color 


[M] Must Be On 
F441 BE2A FE7CO416 


Max Cash 
25037A86 FCESCA2E 


Almost Limitless Paint 
259C7B38 657ECB9C 


U/l foal cay NI @o) fo) g-3 
254F6B96 EOSCF8AA7 


Unlock: All Body Parts 
254F6B96 ESCF8A87 


Unlock: All Brushes 
254F6B96 ESCF8A97 


Duel Codes: Infinite HP 
15009938 9EF4178E 


Duel Codes: Infinite MP 
15009939 9EF4178E 
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Midway Arcade Treasures is guielon With over 20 arcade classics rages 
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You'll fight your way through contaminated servers and 
eliminate enemies, all in an attempt to uncover the cause of this 


2! debilitating virus that is slowly taking over the network And 
: don't forget about your friend Orca who's still in the coma! 


Pe | Cc ilove part 3. | must admit 1am addicted to the completely 


original gaming experience that .hack offers. | enjoyed part 1, 
OUTBREAK’ 





and became addicted sTeam Up.with: ’ money - . 
with part2. Thebattles  GiFigtatapaiceMurselielcts IAs 


and story intensified, 


and the cast grew further into “The World,” and part 2 also has a cool mini-game 
In the 3rd chapter of the .hack saga, “The World” continues to to include a motley — Grunty Racing, to kill more time. 
deteriorate as the virus spreads out of control, and crosses the crew of online/offline In part 3, every individual element of this story steps up 


Players. Moreover, the another notch. This series keeps getting better and better. 'm 
sensation of playing an completely hooked! .hack part 3 is a must buy. And I can only 


online game intensified: a4¢ that hack 4 had better come soon. 
emails and news items 


eos hE fet} drew me furtherand -Orca, Web News, Altimit. 
‘A great story and addictive gameplay. ESO GEES WEEE 


increasingly transient line separating “The World” and reality. As 
Kite, you must battle your way through “The World” before it 
implodes upon itself. in part 3 of the .hack series, you are faced 
with the distinct possibility that this virus might be unstoppable, 
leaving .hack part 4 to be something developed by Mr. Nawton or 
Sam Antic. And still no internet fees involved! 






Part 3 
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ame 2 As seen on ® 
shack//SIGN PlayStation. 2 BAN 
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OFTHE MONTH 


b neice) Dracula's castle. 


| consider 
myself a connoisseur 
of classical music's 
greatest figures: 


? Beethoven, ‘ 
Mozart, Bach, Vivaleli, ¥ 


Wagner, Brahris.. r. 


RANDY'S TIP 

OF THE MONTH: 
“Do you spend a lot 

of money on clothes? 
Think you need to have 
a different outfit for 
every day of the week, 
and every season of 
the year? Nonsense! 

If there’s one thing 
I've learned during my 
years of gaming, it’s 
that you can wear the 
same thing every day, 
in any climate, and not 
only will no one care, 
but you also won't 
notice the heat/cold/ 
rain/etc. You might 
make subtle changes to 
your outfit each year, 
but that’s about it.” 


ERIC 


fe) d= 7:\8 ay 


EACH MONTH we post a new question 
on our website at psmontline.com, and 
print the best answers here in our Letters 
section. Give PSM a piece of your mind! 


This Month’s Question Was: 
“What would you do to make scary games 
scarier?” 








Sir! The new 
Timberlake 
CD you ordered 
Just arrived! 


Sorry, folks -- he . 
obviously mistook me Y 
for.. my, um, Youwger 

brother. 


i 


ac 


Eddie Bednarski, cadenamespead427i @yahoo.cam 


o 
A Once everyone stopped laughing, they broke 
the news to Randy that his car had exploded. 





Rockstar Reality — 
| was looking at your article on Manhunt i in 
the September 2003 issue, when | noticed 
something strange. On the bottom of page 51, 
two of the bad guys look like they’re missing 
heads, but seem to be still walking around. Didn't 
you say there were not going to be any zombies 
or supernatural elements in the game? Or, is my 
dark obsession with decapitated men just getting 
to me and causing me to see things that aren’t 
really there? 

Matt Marino, m_a_t_t@att.net 
ERIC Good eye, Matt. We were explicitly 
told by Rockstar that there were no occult 
elements in the game—it’s scarier if the 
thought that this could actually happen is 
always somewhere in the back of your head, 
and zombies would break that spell. We’re 
guessing it’s just that whatever gang these 
guys are in puts its members through some 
extreme form of bodily mutilation. However, 
Rockstar is also known for never telling the 
whole story ahead of time and leaving a 
lot for the player to discover, so anything 
is possible. 


‘Check Your Six — : 
Ok, maybe | missed Sane but please tell 
me what happened to Ace Combat 5! Last | 


Play the game in complete darkness, with 
a dead body next to you. Nothing makes 
Resident Evil scarier than a rotting piece of 
flesh next to you. The smell makes it more 
interactive. 

Elliot Edge, Edgewater, NJ 


Make Tidus look like Meg Ryan again! 
Brad McDonald, Grayling, MI 


| think that having little decapitated kids 
coming at you with some sort of sharp 
object in one hand and their last victim’s 
head in the other is pretty scary. 
Andrew Boone, Fortmill, SC 


Id have psycho Teletubbies chasing me 
with knives!!! 
David Cuffiey, Montpelier, VA 


| would add something like a doll says “La, 
la, la, laa, laaaa, la” in a creepy way and 
blinks and has blood all over it and has a 
bloody knife (and it’s not like Chucky!). To 
me, that is VERY scary!!! 

Susan Nace, South Bend, IN 


Make Bill Donohue the end boss! 
Brad McDonald, Grayling, MI 
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DOWNTIME 


Hey, only 99% of our time is spent on 


playing games! We do other stuff, too! heard, it was going to be online, but that was a 


long time ago. | have been hopelessly waiting 
to yell, “Die, you S.0.B!” at someone across the 
country. | want to show the world what a true 
ace looks like. So did Namco dash my hopes by 
f completely scrapping the game? Please help me 
regain my sanity!!! 

John Root, mississippiroots@hotmail.net 


Hey Steve! 
| think. 


the DVD is 


concert bootlegs 
| ordered. 


According to Namco, there is a online 
flight-based title in development, but they 
have yet to confirm that it is ACS. I tend 
to believe it is and that we’ll see more on 
in next year. After all, Namco already has 
their plate full this year, with numerous 
PS2 titles being released in the holiday 
timeframe. Time Crisis 3, kill.switch, Assault 
| Force, Racing Evolution and I-Ninja are just 
some of them. 


A You can’t say we don’t have varied tastes in 
music—or some pretty whacked-out priorities... 





Dinner at { 
eight? Sounds 


Now We're Scared! 
A couple of years ago, | caught wind of a game 
called Call of Cthulhu. It’s a first person survival 
game based on the short stories by H.P. Lovecraft 
(my favorite author). It seemed to be loosely 
based on ‘A Shadow Over Innsmouth”" | was 
wondering what ever happened to it, and if it will 
be sent to the PS2. 


Grab youl 
things and meet me 
_ at the airport. 


A The are just some things about PSM you 
wouldn't understand... and shouldn’t understand. 





\..been NX 
in trouble 
with the law 
since the day 
they were 


Nick Marquart, 
cyborgninja007 @hotmail.com 


Good news, Nick: Call of Cthulhu: 
Tainted Legacy, developed by Head First 
Productions, is still on track for a PS2 
release in 2004! 


YY Dammit X 
Eric, does my 
desk /OoK like 
Hazard County 


A Sometimes... sometimes it’s just more fun to 


live in a pretend world for a little while. Final Fantasy Furor 


| have recently been reading about FFX-2. | 
personally think it is gonna be crap. | am a 
huge RPG fan, but | do not think this is gonna 
be any good. | don’t think waitresses, pop stars, 
and disco music belongs in an RPG! Why does 
Square/Enix have to do this? Is this all there is in 
this game or am | missing something? 
Brad McDonald, 
skidoo_dude@hotmail.com 


Don't you think 


for a Frogger 
page layout? 
Dan? 


I'm a 28 year-old, stay-at-home dad, (OK, you 


A Do games make people more voilent? Nah, but : ; 
can stop laughing now) and I've been playing 


an eighty-hour work week sure leaves a mark... 





The correct answer is three simple words: 
Mr. Bean, nude. 
Abir Chisti, Long Beach, CA 


Nintendo Game Characters! They scare 
the living crap out of me with their idiotic 
simplistic games! 

Mike Hawthorne, South Hill, VA 

Id put in naked fat people. 
Wesley Campbell, Tucson, AZ 


Id put in things that are ACTUALLY scary, 
rather than rely on things jumping out at 
you. That's called SUSPENSE, people! 
Ken Dorr, Longview, WA 


Just add clowns. 
Kat Daniels, Melbourne, FL 
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Better sound effects: screaming, moaning, 
growling, footsteps... all that good stuff. 
Hearing stuff that you can’t see is always 
frightening. 

Gordon Dunsmore, Warwick, RI 


| would add a lot more darker settings and 
creepy things, like one-eyed dolls. 
Shane Dill; Big Lake, MN 


games for 21 years, since way back in the Atari 
2600 days. | just wanted to know if any of you 
guys there know if FFX-2 is going to be Final 
Fantasy-like or is it going to be Parasite Eve with 
the Final Fantasy name on it. I'm sick of Square 
trying to sell stuff by putting the FF name on tt... 
Final Fantasy the movie, for example. Maybe it’s 
just me. 

Alan Kunkle, mavricdragan@yshoo.com 


I understand. At first, | was a bit 
concerned that it would be too corny and 
over-the-top for me as well. However, after 
spending considerable time with the import 
version, I not only got used to it, I really like 
it. Yes, it certainly has a goofier, more light- 
hearted, less epic tone than its predecessor. 
However, to my relief, it actually plays a 
lot like FFX with a little more cheesecake 
thrown in, courtesy of the dress-up system. 


If you want the next FFX, this isn’t it. But if ran | Tidus (Tee-dus? 


you want a fun RPG with a fresh attitude, 
you should be happy with it. 


Score Hard 
| am a huge fan of your magazine, but there 
is one thing that boggles my mind. Every time 
a fighting game like Virtua Fighter Evolution is 
reviewed, you guys always give perfect scores. 
What's the deal here?! 
Ryan Stein, Timesme3x@eol.com 


If | can remember right, | think that 
VF4 Evo is the only fighting game that has 
gotten a “10” from us. So I’m not sure what 
you are talking about. | know that there 
have been plenty of other titles in the genre 
that have certainly faired a lot worse. 


We Said What? 

According to your February issue, Mokap and 
Blaze have fatalities. I've searched all over the 
internet and have not found anyone who has 
discovered them. Unfortunately, that’s when my 
subscription (or is it more like a prescription?) 
ended. | was sure that sooner or later you guys 
would publish it. Then | heard from the rumor 
mill you awarded a prize package to someone 
who did the fatalities and proved it. What 
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FFX’s hero, a 


Tie-dus?). 
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GAMES WE 
WANT TO SEE 


ABE ESCAPE 

Rascally clones of our 
16th president, Abraham 
Lincoln, are on the 
loose—and it’s up to you 
to catch them all! But 
that’s not the only catch: 
whereas you just want to 
net the wayward Abes, 
John Wilkes Booth is out 
to shoot them! So it’s a 
race against the clock as 
you use every contrap- 
tion in your arsenal— 
including Abe Radar and 
Top Hat Grappler—to 
nab the Great 
Emancipator’s doubles. 
Each Abe is different: 
some try to thwart 

you by making rousing 
patriotic speeches, while 
others regale you with 
stories of life growing up 
in a log cabin. 


Have fat men dressed as women that 
followed you and you couldn't kill them. 
Ben Plummer, Wakefield, RI 


Easy. | would turn off the lights and put a 


picture of Michael Jackson right next to the 


television while I’m playing. What a “thriller” 
Doven Asfaw, Silver Spring, MD 
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aoe: | Q@aieszy 





RATING PENDING 


Visit www.e 
for more rat 
information. 
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lam a die-hard Joe Madureira fan. | collect 
all his work from ads, comics, and even 
the PSM covers that he has drawn. What 
ever happened to him? | know he started 
working for Tri-Lunar, but they stopped 
production and shut down. He shut down 
his website and never started it back up. He 
even stopped creating new Battle Chaser 
comics! Since | know he Illustrates some 
of your covers, | thought you might know 
what happened to him or what he has 
been up to. 
Mike Devaney, 
bikingpunker13l@msn.com 


Joe’s not on the comic circuit, 
but he is still involved with games. In 
fact, he’s responsible for the art design 
of Exarch, a new PC game on the 
way from South Korean online game 
powerhouse NCsoft. He’s wrapped 
up with work on that at the moment, 
but maybe—if we're lucky—we can 
convince him to contribute something 
new to PSM before too long. 


YT  @ 


happened? And if the fatalities do exist, what are 
the “secret” inputs to do them? Thanks. 

Brandon Inoue, 

foamy_the_squirrel@hotmail.com 


Originally, Midway somewhat led 
us into believing that fatalities existed for 
both Mokap and Blaze. However, it seems 
that we had a bit of miscommunication and 
that no fatalities actually exist. Sorry for the 
confusion. I know I tried for weeks trying to 
figure them out. Imagine how upset I was 
when I learned they didn’t exist. 


Where’s The Fun? 

What's going on with videogame developers 
lately? It seems to me that most of the “big 
games” and sequels to big games that have 
come out lately have been major disappoint- 
ments. Tomb Raider TAOD.. boring, Enter the 
Matrix... too many bugs, etc. etc. It seems that 


Play naked. 
Jared Black, Morehead, KY 


Have Anna Nicole Smith in it. Now that 
would be SCARY! 
Mike Hick, Pittsburgh, PA 


A really scary game would have Commies! 
Paul Mannin, Vandalia, OH 
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was just wondering how people figure out codes on the 
new games? Do they have some special program that 
they use? Or do they just sit around in their underwear 
all day until they figure out the codes that they submit? 
Daniel Monroe, 
evildragonfire@hotmail.com 


\ 





BILL Daniel, your question goes right to the heart of 
gamers and gaming, with just a short side trip through 
the kidneys and bladder. Let’s get started... 

The first codes were invented by programmers, 
who used them to test certain conditions of the game 
engine they were working on. For some strange 
reason, they called these codes “back doors”, which 
does cast a strange light on these coding kooks, 
but we’re not gonna go there... not unless we have 


UNDERWEAR? 
WHAT 1S THIS 
“UNDERWEAR” 


to... How the first gamer ever discoveréd that first 
primitive “back door” is a mystery still shrouded in 
legend and festooned with enigma and quandary, but 
the chances are that, yes, he may have been sitting for 
hours with nothing on but his underwear! We'd have 
to mount an archeological expedition to be perfectly 
sure of that fact, however... 

Short of the huge expenditures of food, money and 
booze such a trip would cost me to undertake, there 
might be some clues to your question closer at hand... 
maybe right here in the PSM office! 

By Jove! Eureka! That must explain why Eric writes — 
the entire Code section in his underwear! 

Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue@futurenetworkusa.com, with 
“800-LB. Gorilla” in the Subject Line. 





the majority of the time when there's a highly 
anticipated game that makes the cover of the 
magazine, it ends up falling way short. Nowadays, 
only a few franchises put out rock solid efforts 
each time, like Madden, GTA and Final Fantasy 
(sorry, I'm not a big Metal Gear fan). Are 
franchise games becoming dead in the water, or 
is it just me? 

Gordon Dunsmore, gkd 105@cox.net 


I wouldn’t say so. Sure, TAOD was 
a bad sequel, but it’s greatly outnumbered 
by some really great ones, a few of which 
you mentioned. There was also Devil May 
Cry 2, but I’d rather not talk about that 
one more than I need to. As for Enter 
The Matrix, it was the product of a fairly 
renowned developer, but it was obviously 
rushed to meet the movie’s release date. 
TAOD was also rushed—to meet Eidos’ fiscal 
year deadline. Both games were in develop- 
ment for years; goodness knows what the 
developers were doing with all that time 
(and money). 


Curse The Cube! 

My cousin recently told me about a Final Fantasy 
game that was coming to his Gamecube. He told 
me it was called FF: Crystal Chronicles. Thinking 





it would be a beef-up of FF chronicles on the 
PlayStation, | shrugged it off, but after showing 
me screens of the game in his Nintendo mag, | 
was stunned. It is a completely new Final Fantasy 
from what | could see, and he also boasted tons 
of new features, like multiplayer teams and a 
battle system similar to the one used in Kingdom 
Hearts. | don’t know if he was truthful about all 
the new features, but | know the game is going 
to be made for the Gamecube. Will it come to 
the PS2? I've been putting his Gamecube down 
ever since he bought it, but this time | had to 
shut my mouth... 

Sauced, SoySauce173@aol.com 


The current take on FF: Crystal 
Chronicles is that it’s a GameCube exclusive. 
However, it may not be what you think it 
is. It’s not so much a full-blown FF RPG as 
it is an action game, a merging of the FF 
world with a lot of Gauntlet Legends and a 
little of Koei’s Mystic Warriors. I'd still love 
it to come to PS2, but I think we’re still 
definitely getting the best that Square Enix 
has to offer. 


That Darn Catz! 
| just bought a Mad Catz attachable monitor for 
my PS2. It looked great on all of my games, 


TOP 10 
REJECTED 
GAME IDEAS 
PSM’s definitive list 
of games we'll never 
see—and should te 
happy we wan't! 


RESIDENT EVIL KART 
STEPHEN HAWKING’S 
PRO PHYSICIST 
BACKYARD WRESTLING: 
TRY THIS AT HOME! 
DANCE DANCE 
RICHARD SIMMONS 
SPYRO THE 
DRAG QUEEN 
VIRTUA FATHER 
LEGACY OF 
MICHAEL CAINE 
FRIDGE RACER 
RASH BANDICOOT 
METAL GEAR SOLID 3: 
RETURN OF RAIDEN 


It would be cool if Sony made a virtual 
reality helmet just for the survival horror 
genre and you'd feel like you were in the 
player's position, shooting zombies with a 
shotgun! 

William Fallows, Saugerties, NY 


Are there actually scary games out there?? 
Ben Cyr, Madawaska, ME 
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Have the bad guys taunt you as your 
character ages ungracefully throughout the 
game. The game ends with your character 
in the basement, staring at posters of 
women and marijuana leaves, wondering 
what happened to his life. That would scare 
FW ome) my 9]=10)9) (=m ne) a 

Eddie Vertigo, Austin, TX 
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| would include more clowns. They'te Se) 
damn scary! Or maybe | would just include 
Randy, 

Aaron Sherry, Whitehall, WI 


Dim the lights, pop in some Kenny G., then 
pop in Silent Hill. | can’t sleep for weeks! 
Kenny G scares me =( 

Evan Dawson, Allendale, NJ 





SUPPORT FOR UP a 4 PLAYERS 
on THE Same Es 


Blood and Gore 
Violence 

Mild Language 
Suggestive Themes 





He had some 


af) 5 >, ~ 
‘unfinished business” 
to take care of, if you 


| already 
told ya, | ain't 


except for Gran Turismo 3 and Jak & Daxter: 
In GT3, on the night courses, | couldn't tell 
where | was going at all. Then, in JSD, when 
night fell, | couldn't see a thing. | tried maxing 
out the brightness, but that helped as much 
as a thimble of water on the Chicago Fire (the 
event, not the soccer team.). | tried moving 
into different positions to see the screen at 
different angles and that did squat. What is up 
with my monitor? 

Matt Daniel, Silverwing383@aol.com 


It probably just has to do with 
the way those two games handle bright- 
ness and contrast. Since there is no 
constant in how developers handle display 
characteristics, I’m impressed that your 
monitor has only had problems with two 
games. Count your lucky stars, that’s for 
sure. You should see if those games have 
similar problems with the official Sony 
monitor. That is, if you can find a Sony 
monitor to test them on. 


That Darn Catz! 

I'm 15 and | been playing videogames for about 
ten years now. | don’t enjoy videogames as 
much as | used to, like back in the old days on 
the 16-bit systems, playing games like Sonic. 
When | first got PlayStation, it was a big WOW 
and it was just so new. When | got PlayStation 2 
for Xmas 2001, it was not a very big WOW at all. 
| thought, “Ok, so the game looks much better, 
so what else is new?” Does anyone else feel my 
pain? | just simply can’t enjoy videogames the 


They need to use a lot of sounds and Make 
foreshadowing, and make your character 
go into situations that you have to do, but 
also don’t think you'll make it out of alive 


Andrew Robak, Eugene, OR 


Id put a naked Rosie O' Donnell zombie 
in it. 
Vincent P., Torrance, CA 


corner, you saw an army of Barbara 
Streisands ready to sing and feast upon 
your flesh. 

Scolt Swank, Bloomsburg, PA 


| would say you need more atmosphere, 
and less one-second thrills. 
Mike Bryan, Madison, OH 


' Ain't no way 
&/ |'m letting my “employees” 
handle something this 


| just hope | 
| get there before it's 


way | used to anymore. Is this “game over” for 
me? My PS2 gets played much less often now 
and | can't find the point to keep on going, if | 
can’t have fun with these new games anymore. 
Rashad Burnett, 
commandergolden2003 @yshoo.com 


It’s a scary thought, but some 
people actually do “outgrow” or simply 
get tired of games. | don’t know how it 
happens, but I certainly hope medical 
science comes up with a cure for it before 
we have an epidemic on our hands. For you, 
I prescribe a strict regimen of every game 
we've given a nine or higher to in the past 
six months to get your gaming groove back. 


We're Psychic 
| was reading in your magazine about the ‘NEW’ 
PS2. One of the features that you mention is a 
button on the remote that will restart the PS2 
(This | love) and another button that ejects the 
disc! Now, I've noticed that my DVD player also 
has this button, and my question is: Why?! Don’t 
you have to get up and go over to your PS2 
or DVD player to switch the disc? Do you have 
super powers that allow you to telepathically lift 
the disc out of the PS2 and insert a new one? 
Bryan Widell, bruinsfan818@yahoo.com 


STEVE: It’s so you can hit the eject button 
and then walk over to the player while 

it’s ejecting. Saves you from walking over, 
hitting the button, and then waiting for the 
drawer to come out. I know it’s a bit lame, 


it so every time you turned the 
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| would make this thing for the PS2 that 
snaps onto the controller that squirts 
water right into your face, so when you 
play a scary/shooter game and shoot 
someone, it will seem like real blood 
spattering, because the water will squirt 
in your face. 

Brad Davis, Buffalo, NY 


MOB MOM 


= You promise 
[Your “ora YOu 
take out the 2rash# 
before work. _ 


Sorry, momma -- 
| forgot. | prorn/se 
it won't happen 


(lam in so” 
much trouble.) 





TECH TALK 


| have an old PS2 and it is still ticking. Some of the newer PS2 games 
actually work a lot better on newer consoles then on old ones. For 
example, | can play All-Star Baseball 2004 just fine on my friend's 6- 
month old PS2. But when | try to play the same disk on my console, it 
turns into crap! The graphics become worse, the framerate dramatically 
decreases during simple gameplay, and controls are delayed. The game 
gets so screwed up that | actually turned a quadruple play (that’s 4 
outs on 1 swing of the bat!). Another problem is with the multi-tap. On 
my console, any controller hooked to the multi-tap does not work. It 
works fine on my friend’s PS2. Is the new technology of video games 
and accessories getting so advanced that we have to take a note from 
the computer world and upgrade our consoles to a newer version? 
Amjed J., ranger_x8b@yshoo.com 





Consoles are a strange thing because they do evolve, 
but in a different way than a PC. It’s not like the PS2 you buy 
at launch is any less powerful than one that is bought three 
years later. It’s just that consoles, especially in their infancy, are 
prone to problems and little quirks. As they years go by, the 
console gets streamlined (internally) and chips are improved and 
reduced in size. Also, any little problems are often reduced or 
completely eliminated. 

In your case, | image that there’s something faulty going on, 
due to wear and tear and dust. A console that gets used often is 
going to wear down over the years. Fortunately, I’ve been lucky. 
I’ve had my PS2 since launch and it’s never given me a single 
problem. So, it really just depends on the situation. | would 
suggest giving Sony a call and seeing what they say. There might 
be something wrong with your disc drive and/or one of the 
processors, but I’m sure they will be able to fix it. It might cost 
you a bit of money, but it’s certainly going to be cheaper than 
buying a whole new PS2 


Id make them like the Phantasmagoria 
games of the mid-90s. Make them with 
real actors and real cut-scenes to make 
it as realistic as possible. Playing those 
games was just like watching a scary 
movie, while controlling how it progresses. 
Kook A. Munga, Holland, WI 
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Face your gravest fears in an all-new, nighfmarish first-person action-shooter 
adventure for your PlayStation®2 computer entertainment system. Encounter a 
new level of horror as you baftle flesh devouring zombies and murderous mutants 





fo regain control of a sea-jacked cruise ship lost in the Atlantic. 


Intense blend of action, puzzle UPGRADE your weapons as you Supports GUNCON 2 light gun 
solving and DEAD-ON graphics progress through the game and DUALSHOCK’2 controllers 





Blood and Gore 


Violence © CAPCOM CO. LTD., 2003. © CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED. CAPCOM, the CAPCOM logo and RESIDENT EVIL’ are registered trademarks of CAPCOM CO. 
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| would make a game that once you start 
it, you have seven days to beat it or you 
die... Ha ha ha ha ha... that would be 
pretty scary! 

Thomas Albert, H.B., CO 


Put my mom in it... AHHHH! 
Zach Jacobsen, Muskegon, MI 


\\ | AY i 0 : 

iv AAI IT 
Every month we take a look at the coolest PlayStation 2 
fan art from the hottest new talents. If you'd like to see 
your illustration printed here, send us a copy! (We'll take 
originals too, but we can’t return them.) Address it to PSM 
Fan Art, c/o Future Network USA, 150 North Hill Drive, 
Brisbane, CA 94005. Or, even better, e-mail a hi-res version 
of the piece to us at psm@futurenetworkusa.com. Be sure 
to label the subject heading “Fan Art.’ Now get busy! :-) 


4 Here at PSM, we loves us some Street Fighter. In honor of the series’ 
upcoming 15th anniversary, we're running this awesome fan art, by 

Eri Gaudiamo, nice and big. Check it out, we’ve got Ryu, Ken, Sakura, 
Akuma, Vega—! mean, Bison... Hey, where’s Chun Li? What the hell...2 We 
can’t run Street Fighter art without Chun Li! Damn, too late. 


Nothing! Geez Louise! I'm already 
crapping myself between savepoints. 
Caine Delorme, Edmonton, AE 


Ghosts! Not your typical psycho axe 
wielding ghosts, but more spiritual ghosts, 
| mean, come on, people, do some 
RESEARCH. Anyway, what do | know? 
Eric Chandler, Winnipeg, MB 


Take out the creepy music. It warns you 
when something is going to happen. | 
don't want a zombie playing me lullabies, 
| want him to grab me from behind and 
munch on my neck. 

Gary Lake, Omaha, NE 


Put my face on the loading screen. 
Jeff Larish, Sacramento, CA 
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4 Castlevania fan ASHLEY DEAN caught 
Alucard’s elegant look perfectly, 


4 Here’s an old-school image of Tifa, 
circa FFVII, courtesy of OMAR DOGAN. 





4 IAN HUTCHINSON’s Ryu looks like he’s 
about to light someone up big-time. 


Make the game have a internal clock so 
Mario Lizama, La Puente, CA 


| would make sure that the enemies you 
kill slowly decay as you play through the 
game. Thats creepy!! 

Gaven Van Sant, Riverside, CA 














THE BEST GAMES YOU'VE NEVER PLAYED 


We know that you’re a smart and savvy gamer (hey, you’re 
reading PSM, right?) but we bet there are a few triple-A games 
you never thought to try. Next month, we’ll reveal the games 
that are sitting in stores now that will change your life forever. 


SSX3: REVIEWED! 


Kick-ass action? Check. Uber-cool visuals? Check. Outrageous 
new tricks? Online competition? That one hottie Canadian girl? 
Check. Check. Check. PSM review? .../n progress... 
















= 


A WRITE A FUNNY CAPTION FOR THIS PICTURE! 


Wow, now this was a great issue 

of PSM. It introduced our biggest 
redesign in the six-plus years we've 
been doing the magazine, and it 
was a huge step for us. Ah, the 
fond memories of working until the 
early morning hours, sometimes 


www.psmonline.com / #77 NOVEMBER 2003 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / 135 


PAUL CRILLY of N. Springfield, 
VT is the winner of our June 
Caption Contest (see his win- 
ning caption below). Paul, your 
Prize Pack is on the way! 


A “When I said | wanted to be cuffed 
to a Playboy bunny, this isn’t quite 
what I had in mind.” 


not going home at all, to make that 
one issue as perfect as possible... 
Actually, it kind of sucked. But we 
were really happy with the results, 
so y'know, all's well that ends well. 

Hmmm... maybe we just love to 
torture ourselves, but this nostalgic 
trip back to those days kind of 
makes us want to do another rede- 
sign. Who knows, maybe we'll cook 
up some ideas sometime soon... 
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Media with Passion 


The Future Network serves the information needs of 

roups of people who share a passion. We aim to satisfy 

eir passion by creating magazines and websites that 
offer superb value for money, trustworthy information, 
multiple ways to save time and money, and are a pleasure 
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US Stati... At damned if it doesn't 


took like ET EXCEMEIT GATIE. 


And there Can never be enough stealth gearing” 
— Otticial Xbox Magazine, August 2007 | 
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nd weapons in is formidable arsenal’ 
— GameSpot, Mat{ 200F : 









‘We 7e very excited,” 
— — Game Inftormet, August 2003 


INTRODUCING A BRAND NEW VIBRANT,GRAPHICS! A UNIQUE j DOUBLE-HERO CHARACTER 
PLAYABLE CHARACTER: AXL MIX OF 2D & 3D ACTION _ SELECT FOR STRATEGIC BATTLES 
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NOKIA 


Wireless multiplayer game play 
Game card titles from top publishers 
Supports 3D graphics 

Bluetooth technology 

MP3 music player-FM radio 

Built-in mobile phone 
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Copyright © 2003 Nokia. All rights reserved. Nokia and N-Gage are registered trademarks of Nokia Corporation. Bluetooth is a registered trademark of Bluetooth SIG, Inc. Many features and mobile services 
are network-dependent and require network support. Some networks have limitations that affect how you can use phone features, Contact your service provider about feature support and availability. 
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